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EDITORIAL 


So thanks to my editors, we finally 
have a FAQ section forthe magazi- 
ne! FINALLY! | would had done ita 
long time ago but! never thought 
we required one since | always 
post on every magazine the rules 
to submit your articles but appa- 
rently there were more questions 
that might not have been spotted 
previously. 





Ihave to say that! really hope this 
clears a lot of questions 91’s have or didn't even have in mind. You never 
know when this kind of information may come in handy and of course if 
we do receive more questions, we will Update the FAQ and keep you pos- 
ted on twitter, Facebook and even here on the magazine. 


Pm trying to put a certain date for publishing the magazine and receiving 
submissions, something important to clarify is that even if you meet the 
deadline for submitting your articles and reviews doesn't mean we won't 
receive your submissions until we tell you. The deadline is used only to 
keep articles separated from each issue, after the day of the deadline 
your submitted articles would be publish forthe nent one since | need the 
following days to organize the last stuff from the magazine. 


So again, if your articles doesn't appear on a Certain issue either is be- 
cause you sent it way after the deadline, editor's rejected it or it just 
needs improvements like grammar or writing. Be careful with the Deadli- 
ne date which will always be the 15th of each month, now you know... AND 
KNOWING IS HALF THE BATTLE! 


G1 JOE! 


By the Way, you can read the FAQ on this link: 
http://www.screwattack.com/news/official-screwattack-magaline-faq 


The ScrewAttack Bolt! 
Every month in the front page | 


hide a small ScrewAttack Bolt so 
you can find it, the lucky one: 


91 SuperChunLi89 


YOU ARE WINNER! 
Keep Hunting! 
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THE INTERROGATIÓN 
КИЙ ДАП 


$1 Flapperdoodle interviews 
91 AsaiNeroTran who was responsible 01 
Ше awesome "Spin Attack: A Lelda Short 
Film" that the $1 community has enjoyed. 
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A few weeks ago, a g1 named AsaiNeroTran released a short film called 
“Spin Attack: A Zelda Short Film”. Many g1s have been giving it lots of 
praise, and ever since ScrewAttack promoted it to the front page, even 
more people have been loving it. Recently | sat down with AsaiNeroTran 
and asked him some questions about the short film, the inspiration for 
it, the choreography, and the future. 


Flapperdoodle: Hey Asai, how are 
things? 


AsaiNeroTran: Things are great. l'm a 
little tired, but recovering. =] 


So, tell the beautiful 915 a little bit 
about yourself. Give us some back- 
ground. 


Well, as concisely as | can, l'm an impro- 
viser at heart, an actor at my core, an 
entertainer through-and-through, and 
a huge video game aficionado. ^_^ 





Well, you have to be to survive on 
ScrewAttack. But, we are not here to 
chitchat about that... sorta. We are 
here to discuss your short film "Spin 
Attack" which aired on YouTube and 
ScrewAttack very recently. How do 
you think it turned out? 


| think it could have been better, but l'm 
happy with the overall product. “Own 
worst critic,’as they say, eh? Haha. | think 
the more important question is how 
the people think it turned out and so 
far, I'm getting pretty good responses. 





Indeed so. If you read the comments 
many people are giving the thumbs 
up. However, there have been criti- 
cisms. What are the main things g1s 
are commenting on? 


On the positive side, I'm mostly hearing 
that they love the choreography. On 
the negative side, I'm hearing that it's 
hard to tell it’s a Zelda-inspired movie 
until about halfway through. 


Speakingofwhich,themovieiscalled, 
by you, “Spin Attack: A Zelda Short 
Film", Why did you decide to take a 
Zelda approach to the short film? 


Well, there were a number of reasons. 
First, | love Zelda. It's probably the grea- 
test story ever told and there's almost 
no spoken dialogue, if there's any at all 
(barring text, of course). Second, ifl was 
going to make a movie, | should make 
something that people want to see. 
While thinking that, | happened across 
the IGN April Fools Zelda movie trailer 
and 1 was like "Wow. 


This should be made" And lastly, and 
probably the most practical reason, | 
bought two Master Swords, so | figured 
that | should use them for something 
instead of letting them sit and collect 
dust. 


A simple short film with a twist... 


AsaiNeroTran has become a well 
known g1 on the ScrewAttach com- 
munity, with his latest short film. An 
interesting aproach with a twist! 
Link, eat your heart out. 


Yup, can't let those Master Swords 
go to waist right? Well, from my pers- 
pective, there were many times whe- 
re it was a Zelda film, and many ti- 
mes where you wouldn't see it. Was it 
your goal to make it a Zelda film AND 
its own short film, or was this film en- 
tirely focused on Zelda? 


My goal, which was stated from the be- 
ginning if you read the teaser text, was 
to make a Zelda-INSPIRED short film. 
More of a tribute to the franchise than 
something with a direct correlation via 
the canon. 
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Oh...right... anyway. So, you werethe 
starring role as Link, but there were 
two other people playing Ganon and 
Zelda. | can assume these are friends 
of yours... right? 


Hahaha. Something tells me you didn't 
watch the accompanying commentary 
video. “Ganon” was played by my friend 
Justin (or “Dez,” if he so prefers to be 
called) and "Zelda" was played by my 
friend Liz. 


Well... 1... uh... 


y MO A 4 


Hahaha. No worries. | didn't really ex- 
pect anyone but the movie loving to 
watch the commentary. It was more 
of a bonus than a required reading. Or 
watching, if you will. =] 


OK, good *wipes sweat off of fore- 
head*. So, are these friends of yours 
fans of Zelda as well? Are they fami- 
liar with the plot and the games? 


I'm not so sure about Justin. | mean, 
he owns a Wii, but l've never had any 
kind of prolonged conversation about 
The Legend of Zelda with him. Liz, on 
the other hand, she's a true blue fan, 
through and through. | once talked 
to her for quite a few hours about the 
franchise. 


That's good. Ya need to know the 
source material to portray it well 
| guess. Now, of course, the name 
“Spin Attack” is obviously a referen- 
ce to the final blow to Ganon to fina- 
Ily kill him in your film. Did you think 
of that coincidence before or after 
the idea was incepted? 


The title came specifically from the 
climax. That was the first scene | story- 
boarded out of everything. | wanted 
that specific moment to be a rush of 
nostalgia for Zelda fans everywhere, 
which is why | had clips of the Spin 
Attack from various Zelda games spli- 
ced in. To be completely honest, | wor- 
ked from the middle back out, kinda 
like Catch-22 (the book), only the final 
product wasn't in non-chronological 
order. The Spin Attack was the first 
thing | storyboarded, then | made the 
Heart Pieces and did the entire ending 
scene, and then | choreographed the 
entire first part of the movie that lead 
up to the Spin Attack. 
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Interesting approach, I’ve barely 
seen that done. But, you have 
brought up a very interesting area 
of your film: the choreography. Tell 
what it was like to film the fights 
where (it at least looks like) you 
actually got kicked and punched 
and... Well, | think you catch my 
drift. 


Hahaha. Again, | mentioned that in 
the commentary. The thing | wanted 
to do to set my fight scenes apart 
from everything else on the Internet 
is to have real strikes. | don't want 
people looking and saying "oh, that 
was so fake. He had so much room 
away from him.” But yeah, we were 
actually being struck. 1 actually got 
mad at Justin during filming when 
he wouldn't hit me because he kept 
hesitating and so the shots wouldn't 
look real. Anything that wasn't a 
real hit didn't get an accompanying 
sound effect. If you look at the scene 
where | block his sword strike with 
the Master Sword, the kick right af- 
terwards didn't have a sound effect. 
Now, there are certain instances 
where being hit would render the 
other unconscious, like the elbows 
and kicks to the face, but for the most 
part, we were actually being hit. 


Nice, good to see you taking the 
pain. It's nice to see a short film 
with TRUE combat. As for the cho- 
reography, you obviously choreo- 
graphed it (І watched the credits, 
that's right), so how long did ittake 
you to make up all of the moves? 


It took about three days to think of 
the big picture and then another two 
weeks to finalize the small details. 


| started with the idea that since 
there's no dialogue, the actions will 
have to speak for us, so 1 delibera- 
tely made Ganon's style of combat 
very straight-forward and pressing, 
as that's what an antagonist usually 
does: he keeps attacking and attac- 
king because all he cares about is 
hurting you. 


Then | figured that Link would have 
to lose a lot because in the video ga- 
mes, he doesn't fist fight, so if you 
watch the video, you'd notice that of 
all the engagements, Link wins two: 
the one where he disarms Ganon 
and the final Spin Attack. 


And the last part was a subtle nud- 
ge at certain types of gamers who 
played Zelda way back when and 





just bum rushed through it without 
thinking like they're supposed to and 
therefore got their butts kicked: | had 
Link attack first. 


Interesting, a much deeper theory 
than | at first believed. Now I hate 
to bring this up, but that scene 
where "Link" kisses "Zelda", and 
the entire scene in general, see- 
med a little awkward. Was it diffi- 
cult filming that scene? Do you 
think it could've been shot better? 


Oh, on the contrary. It was suppo- 
sed to be awkward. That's kinda how 
their relationship is throughout the 
series. It was supposed to be aremin- 
der of "hey, no matter how serious 
the game gets, it's only a game and 
there's always fun to be had,’ which 
is something | think people forget 
nowadays. 


If you ask Justin or Liz, | intentionally 
told them "hey, let's make this really 
awkward. It'll be funny.’ 


І had originally planned it to be a 
mutual kiss right away and give it an 
"80's action hero gets the girl" kin- 
da vibe, but | thought about it and | 
realized that it's never been like that 
with Link and Zelda. 


So | added some comedic elements 
toit where l'm searching for the Heart 
Piece and pulling a million things 
out of my pockets (a joke at Link's 
bottomless inventory) and | had the 
scene sit at the same angle for a pro- 
longed period of time so that the in- 
creasingly awkward moment would 
be amplified to the viewer. 


Huh, well ya got me there Asai. 
Back to the film, there were ob- 
viously MANY references to Zelda 
such as the heart pieces, the chest, 
the characters, the master sword, 
etc. But there other little referen- 
ces made throughout the film co- 
rrect? 


To the Zelda franchise or to other in- 
tellectual properties? 


To other entities. 


Yes, there were many, some subtler 
than others. Haha. 














And of course, that final referen- 
ce, the ending statements. | think 
many of us g1s caught what you 
where throwing at us, and are you 
ready to take on another series 
like THAT so soon? 


I've been working on that particular 
project for some time now and while 
I'd love to start filming it right now, | 
won't do it anytime soon. 


Not because I’m not ready or becau- 
se l'm tired or anything, but becau- 
se it has to be well fleshed-out and 
anywhere above decent before I'm 
even willing to work on it. 


It has to have flair and style, persona- 
lity and individuality, something that 
sets it apart from other works, both 
my own and the works of others, be- 
fore | start to think about filming. 


Well, we probably should wrap 
this up. So, my final question Asai 
for you is this; can we expect for 
short films (besides for the ones 
just discussed) in the future here 
on ScrewAttack? 


If everything settles well, then yes. 
You can expect more. l'm even open 
to suggestions, if you have any. 


Well, a solid Castlevania movie 
wouldn't hurt? All ya need is a 
whip and some hair extensions! 


Funny thing you should mention 
that, because today, | was thinking 
about adding Castlevania to my list 
of "Movies to Do.” Haha. But | think 
it'll have to wait for a little bit. After 
my Bastion movie, I'm looking to 
make some kind of short film about 
my favorite store on the Citadel. ;] 


SGREWATTACKMAGAZINEIMARGH 


Well, you can bet I’m looking 
forward to it. 


Thanks for taking some time out to 
talk to me Asai, and good luck on 
your future productions! 


Thanks for having me. I'd love to do 
this again sometime. 


If you haven't already seen the mo- 
vie... WHAT IS WRONG WITH YOU? 
GO SEE IT RIGHT NOW! GO! 


This interview is over anyway, go 
see the movie. It rocks! 


Asai, we look forward to your futu- 
re work, and we wish you the best 
of luck.: 
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FIFA STREET 


Release Date: March 13'^ (NA), 15*^ (EU) 
Platform: PS3, Xbox 360 
Hype Level: 6/10 
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g1 MadHero15 thinks: 


Sports isn't everyone's cup of tea. We all know this. 
While may like football (soccer for you Americans), 
| know a lot of people who don't. Game companies 
also know this, so back in the day, created a bunch 
of spin-offs with a more arcade feel. NBA Jam and 
NFL Blitz are good examples. Now, the FIFA version 
is coming back, and will a more realistic feel (wait 
what) make the series relevant again. 


FIFA Street is essentially FIFA, but on the streets. 
This means that you'll cel more on tricks and deceit 
rather than sliding. Teams consist of 5 or 6 people 
(all of which part of.some big clubs in the world). 
There are over 35 locations ranging from the streets 
of Amsterdam (REPRESENT!!!) to the beaches of Rio 
de Janeiro. There's also online play (but that's to be 
expected) 


I'm not really sure how to feel for this new entry in 
the franchise. | understand rebooting Fifa Street, 
but why do it in a more realistic manner? Wasn't the 
point of Street to be more outlandish and cartoony 
than its realistic counterpart? Still, its FIFA, and the 
gameplay will hopefully remain as fun as always. 
Not terribly excited for it, but it'll do until FIFA 13. 





I mean ehhhh, Thumbs Up. 
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JOURNEY 


Release Date: March 13% (NA), 14“ (EU) 
Platform: PS3 (Playstation Network) 
Hype Level: 8/10 


g1 MadHero15 thinks: 


Out of all the developers working for Sony, thatga- 
mecompany is easily the most intriguing and most 
underappreciated companies. Their games aren't 
like anyone has ever released, from the extremely 
moving and zen-like Flower, to the beautiful loo- 
king Flow. Now, they're ready to release on of their 
most ambitious titles yet, and you bet your ass I’m 
interested in it. 


In Journey, you're nothing but a robed person in 
the middle of a desert. There are no maps and no 
instructions. All there is a big mountain to which 
they journey to. Why? Who knows. On the way, you 
meet other travelers (people who are online while 
playing), but you guys can't speak or communicate. 
You can choose to help each other, or continue the 
journey on your own. 


| think Egoraptor said it best in his typical over the 
top manner: If you aren't interested in Journey, you 
aren't human. Harsh words, but I will say that its al- 
most impossible not to be intrigued by it. It's easily 
thatgamecompany's most game like game, and 
its going to be really interesting. What makes that 
journey and mountain so special. We'll wait and see 
very ,very soon. 


Thumbs Up/Down: 
A nomadic Thumbs Up. 
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Release Date: March 20* (NA), 23" (EU) 
Platform: PS3, Xbox 360, Wii U 
Hype Level: 4/10 


g1 MadHero15 thinks: 


Torunobu Itagaki is gone. Ninja Gaiden fans simply 
have to accept that. It's tough, | know, but the show 
must go on, and it will with an all new game. So far, 
the game has made some controversial decisions. 
No more limb cutting, a lower difficulty, MULTIPLA- 
YER?! Are these changes for the best, or is it a betra- 
yal to the franchise. 


Not much is known about the plot of Ninja Gaiden 3. 
Apparently it will be a more personal of everyone's 
favorite ninja gimp Ryu Hayabusa. Some mystery 
bloke is asking countries to surrender in 7 days 
otherwise the world is doomed (or something like 
that). Also, the Dragon Sword starts acting weird, 
and is absorbed by Ryu's arm (making it look like its 
covered in Twizzlers) 


Gameplay will also be different. For one, instead 
of going to the Muramasa shop in previous games, 
your weapons become stronger over time. Enemies 
are also a lot more durable than before. Stealth is 
also more a part of gameplay now, and if you want, 
you can use Move if you have the PS3 version The 
biggest addition is of course, multiplayer. Aside 
from being both competitive and cooperative, we 
don't know much about it. 


It should probably be pointed out that I'm not а 
Ninja Gaiden fan. | don't the games, l'm not good 
at them and they don't appeal to me, that's it. That 
said, lm not really sure about these changes. The 
lower difficulty isn't exactly what. many fans wan- 
ted, and neither did multiplayer. It just feels wrong, 
especially for a series loved for its difficulty. It feels 
like a betrayal of its own series and fans, and along 
an me not giving a shit, doesn't make me excited 
at all. 


Thumbs Up/Down: 
A Twizzler covered Thumbs Down. 
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“TALES or CORACGES 


Release Date: March 13% (NA) 
Platform: PS3 
Hype Level: 5/10 


91 MadHero15 thinks: 


Despite being a big fan of JRPG's, the Tales series 
has always been one that has passed me by, mainly 
because they treat Europe like shit. While Japan has 
been enjoying this game for nearly 3 years now 
on the Wii, МА (and Europe this summer) will fina- 
lly get the enhanced PS3 port. ls it worth the wait? 
Let's find out. 


Graces f (the f stands for Future) takes place in 
Efinea, which is divided into 3 kingdoms, Windol, 
Strata, and Fendel, who of course don't like each 
other and seek dominance. You play Asbel, who 
had some incident when he was 10 and his now 
a knight. Together with his friends, he'll probably 
stop something evil along the way. This version also 
has its very own epilogue, which is 10 hours long. 


The battle systems is called the Style Shift Linear 
Motion Battle System (just rolls of your tongue). It 
allows you to choose 2 different battle styles, which 
you can switch any time you want. Along with that 
is the classicTales gameplay. The port also has more 
cutscenes, secrets, and costumes (including those 
based on Code Geass) 


Aside from Tales of Symphonia, l've never ever 
cared for the Tales games. | maybe a little bitter 
because the Wii version won't come, but that's a 
dumb reason. I'm simply not very excited about 
these games. Tales fans, go and enjoy it, but | won't 


n ““ be joining you. 
1" n 
m mf 5 ШИ 23 X | ЖОШ E 


Ww Eh ^ nw Thumbs Up/Down: 
i A Japanese Thumb to the side. 
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Release Date: March 22"? (NA) 23° (AU) 24th (EU) 
Platform: Xbox 360, PS3, PC 
Hype Level: 6/10 


g1 MadHero15 thinks: 


Resident Evil is planning to have quite the party. Not 
only did it release Revelations on the 3DS and is going 
to release Resident Evil 6, but also release this spin-off. 
Can the developers at Slant Six (some of the SOCOM 
games) turn this Operation into a success, or will this 
be the weakest out of the2012 RE line-up? 


The story takes place between Resident Evil 2 and 3. 
You are an officer working for the USS (Umbrella Secret 
Service). You are tasked with destroying evidence that 
Umbrella is responsible for the zombie outbreak, as 
well as kill any survivors. The game will also allow you 
to make some what-if decisions, such as being able to 
kill Leon Kennedy. 


Gameplay wise it will play like a third person shooter. 
You can play up to 6 characters, all with their unique 
abilities (one is a recon expert, one is good with ex- 
plosives, one can actually control zombies for a bit). 
The game can be played in co-up both online and off. 
There's also mode called Heroes Mode, which allows 
you to play as characters such Leon Kennedy, Claire Re- 
dfield, Ada Wong, HUNK, and more. 


I'm mildly intrigued by Operation Raccoon City. | per- 
sonally think that it's going to be the weakest of the RE 
2012 releases, but it will still be a good game. | like the 
fact that you're playing the bad guys, and I'm kind of 
intrigued what Slant Six comes up with. But I’m more 
intrigued than excited, but! think RE fans will continue 
to get spoiled. 


Thumbs Up/Down: 
A infected Thumbs Up. 
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Kir leałarus WPRIsiING 


Release Date: March 23% 
Platform: Nintendo 3DS 
Hype Level: 8/10 


91 MadHero15 thinks: 


"Sorry to keep you waiting.” Those were the first 
words spoken by Pit after he made his grandiose 
return, being the first announced 3DS game. After 
more than 20 years and an appearance in Brawl, 
Pit is set to take flight and take the world by storm. 
Can the first announced 3DS game also be one of 
the best? 


This is a Nintendo game, so plot isn't going to be 
one of the big factors here. Still, it might be worth 
talking about. The evil Medusa has returned, and 
she is ready to destroy to destroy mankind. Pit and 
Palutena won't have that, and Pit gains the Miracle 
of Flight in order to stop her. However, he must also 
deal with an evil clone of himself called Dark Pit. 


The game's multiple chapters are split in air and 
ground sections. The sections in the air play like an 
on-rails shooter, as you shoot flying enemies while 
simultaneously trying to dodge them. The ground 
sections play more like an action game, with various 
melee attacks. There will be multiple weapons such 
as bows, swords, claws, giant cannon, which can 
even combine at points. There's also 6 player mul- 
tiplayer, which has the standard Deathmatch and 
other options. Included with the game is a Stand 
to hold the 3DS, and AR cards for some minigames 


When this game was first announced, | was tremen- 
dously excited. The trailer looked epic and truly 
showed off what the 3DS could do. As | hear more 
about it, | get excited, but also a bit worried. There 
seems to be an issue with controls and the voice 
acting (even in the cool trailer) sounds awful. Still, 
its Masahiro Sakurai (Kirby, Smash Bros), and | trust 
that he's made another gem. We'll just have to see 
how it plays when it comes to stores. 


Thumbs Up/Down: 
Thumbsicus Upicus (Spot that reference). 
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SILENT Huc Boor or MEMORIES 


Release Date: March 27" 
Platform: PSVita 
Hype Level: 3/10 


g1 MadHero15 thinks: 


Just like Resident Evil, the Silent Hill series is also 
really busy. Not only releasing a new entry in the 
franchise (Downpour), but also a HD Collection, 
and this game. Book of Memories is a Vita exclusi- 
ve done by Way Forward (Shantae, Contra 4, and 
Aliens Infestation). Will this very different addition 
to the franchise bring something new, or is it not 
worth the Silent Hill name. 


Book of Memories is а... odd little thing. For one 
thing, instead of the standard third person view, 
it's now isometric. Um, ok? No problem. Instead of 
following an interesting character, you create one 
and allows you to personalize him or her. Ok, this 
is weird. Did | forget to mention that this game fo- 
cuses on co-up multiplayer, may or may not have 
a story mode, and focus on all of this instead of 
psychological horror. Wh...wh..WHAT!!!! 


I've got no problem with a franchise branching out, 
or with WayForward (they've so far made some 
pretty games), but all of this just sounds comple- 
tely ridiculous. This feels like it was originally sup- 
posed to be a new IP, but then Konami decided to 
slap Silent Hill on it for name recognition. Is this 
really part of the same series of Silent Hill that all 
made us shit our pants. | feel like I'm overly harsh to 
this game, but this isn't Silent Hill, plain and simple. 


Thumbs Up/Down: 
A Thumbs Down unlike any other. 
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Kinmeer SITAR WARS 


Release Date: April 3" 
Platform: Xbox 360 
Hype Level: 2/10 


g1 MadHero15 thinks: 


Star Wars. Has a name brought out so much joy and 
yet so much hatred. While only recently SW fans 
were busy with The Old Republic, now LucasArts is 
hitting them with an all new Star Wars, exclusively 
for the Kinect. Is this a game worthy to be a Jedi, or 
shouldiit be thrown into the Sarlacc Pit. 


Not much is known about this game's plot. You are 
a young new Jedi, and one of several new charac- 
ters that will somehow find their way in the Expan- 
ded Universe. It all takes place during the prequel 
trilogy, but you will visit places in the original, such 
as Belpis. At some point you'll fight Vader. 


Gameplay will be exclusively using Kinect. You'll 
use hand gestures for things like the Force, to fight 
with your lightsaber, or ride in pod-races and the 
X-Wing. No controllers at all, its exclusively Kinect, 
like | said before. 


While it does have a kickass bundle (featuring a R2- 
D2 360), this game simply looks atrocious. | think 
Kinect works best with these types of games when 
it adds to the experience, not being completely 
reliant on it. Just waving your hands in the air to 
perform a lightsaber move simply isn't all that sa- 
tisfying (I think the Wiimote or Playstation Move 
would be way better for that). There's a lot that can 
be done with Kinect, but this is not the right an- 
swer. 


Thumbs Up/Down: 
A Death Star sized Thumbs Down 
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Release Date: April 12" (EU) 
Platform: Wii Y 
Hype Level: 7/10 


g1 MadHero15 thinks: 


Pandora's Tower always looked like one of those ga- 
mes that would never be released outside of Japan, 
kind of like Captain Rainbow. However, it was an- 
nounced forEurope, along with Last Story and Xeno- 
blade. While certainly the least prolific and not very 
JRPGish, can Pandora's Tower become a classic like 
Xenoblade, or is it just an above average Wii game? 


You are Ende, a 22 year old soldier. You are friends 
with Ceres, a very religious (of the fictional Eos reli- 
gion) girl who has become cursed aftersome mons- 
ters attacked during a ceremony, which causes 
her to turn into a monster. Ende acquires an item 
known as the Oricalcum Chain, which can strip the 
flesh of 12 beast which he has to defeat, so that Ce- 
res can eat their flesh and remain human. Between 
the entire monster slaying, there's also the chance 
to build up your relationship with her, which can 
lead to 6 different endings. 











While Xenoblade plays like a MMO and Last Story 
plays like a RPG mixed with a third person shooter, 
Pandora's Tower Г much like a hack and slash. 
Only playing with the Remote (not sure if there's 
Classic Controller support), the most innovation 
comes in the way you use the Chain, with which 
you can block, distract, and just plain attack in crea- 
tive and innovative ways. 


Xenoblade was my Game of the Year, and Last Story 
was my most anticipated game this year. Because 
of that, Pandora's Tower got lost in the radar for a 
while. It's the least critically acclaimed in the Ra- 
infall games (critics complain mainly that controls 
are weird and the camera is too static), and | simply 
didn't care for a while. Still, the game's got my in- 
terest, l'm buying so that | support its release in the 
States, and hope that! get a damn fine game for my 
Wii. We shall see this April. 


Thumbs Up/Down: 
A Demon flesh eating Thumbs Up 
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Spirit CAMERA! THE CURSED Memoir 


Release Date: April 13% 
Platform: Nintendo 3DS 
Hype Level: 7/10 


g1 MadHero15 thinks: 


Despite being so far regarded as a gimmick, | think 
augmented reality could potentially be a very in- 
teresting game mechanic. For example, how cool 
would Touch my Katamari be if you could roll the 
actual items in your house? But | digress, so far its 
been mainly for gimmicks such as Face Raiders. 
Now, the guys who made Fatal Frame are ready to 
bring AR gaming to the test, and actually make a 
frightening experience. Can it succeed in threading 
new water? 


With the game comes a little book. This book once 
belonged to a girl named Maya. The book is cursed, 
and it's up to the player to find the spirits haunting 
the book using your spirit camera (AKA your 3DS). 
You'll be looking for the spirits in your own home 
and then try to break the curse. 


While so far not much is known about Spirit Came- 
ra, | am incredibly intrigued. AR gaming has tons 
of potential and | think this game can do it. A lot 
of it depends on actually being scary (being by the 
Fatal Frame developers, it better be) and how im- 
mersed you get in it. Spirit Camera can either be a 
great success or fall flat on its face with its gimmick. 
| hope it succeeds, because | want more games like 
this. We'll just have to find out when they release 
the game on Friday the 13th (yep, they went there) 





Thumbs Up/Down: A spooky Thumbs Up 
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Twisted Metal 


Developer: 
Eat Sleep p ay 


GRAPH ICS The landscape shown in Twisted Metal 

is bleak, yet there is still color to the 
environments. Arenas are filled with personality, offering 
you a number of paths for destruction. You can see that de- 
struction in the debris exploding off of your car as you barrel 
through building after building. 


The cars are also destructible, and the explosions are glori- 
ous to behold. Some ballistic weapons fall short on boom, 
but the animations manage to look great. Running over an 
enemy driver after his car has been destroyed provides a 
blood splatter across the screen, which is a nice touch. 





The story presentation leaves a lot to be desired. The charac- 
ter-driven stories are shot in a live action style with a grind- 
house-esque filter. The designers of Twisted Metal seem to 
take the story very seriously and its presentation reflects that 
in the cutscenes. Some scenes are re-used, which can be a bit 
jarring to re-watch the same scene across multiple cutscenes. 


The UI was one of least impressive things about Twisted Met- 
al. It feels very antiquated for a modern game, using blood 
splatter motifs to guide you through gameplay modes and 
vehicles. So while | enjoy the visual flair of Twisted Metal's car 
combat, navigating the menus to get there was boring. 
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SOUND The soundtrack for 
Twisted Metal kicks ass, 
bridging gangsta rap and heavy metal. 
Music from NWA, White Zombie, and 
Judas Priest makes you excited to blow 
stuff up. There is also a healthy mix of 
original music to complement the li- 
m = l censed music, but the main menu riff 
gets old quickly. Little sound effects 
surrounding the combat are also great. 
Voice work is satisfactory, but there 
aren't very many scenes were the voice 
acting stood out. Narration over the 
gameplay is sparse and does very little 
for the experience. | have to commend 
ELISA ‘ 1 : them on their choice in music as it sets 
— the tone for the game as a whole. 


GAMEPLAY The heart of 


every Twisted 
Metal дате іѕ chaos. Car combat games 
are essentially a destruction derby with 
projectiles. This latest installment does 
a great job of capturing that feeling 
and running with it. Arenas are wide 
open spaces with plenty of room to 
keep moving. There are medical trucks 
that cruise the highway. Not only will 
ramping one of these refill your health, 
it will also propel you back into battle. 


Po 


The weapons are broken into three 
parts; primary, secondary, and abili- 
ties. The primary weapon starts as 
mounted guns, but can be exchanged 
for various side arms. Secondary power 
ups are their own weapon slot and in- 
clude a wide array of missiles, bombs, 
and guns. Abilities consist of two sub- 
sets: energy and specials. Specials are 
part of the secondary weapons button 
and each car has two specials that are 
unique, like speed and armor. The en- 
ergy abilities, on the other hand, feel 
like a waste. Each ability will upgrade 
once, but never in a way that felt useful. 
In fact, the freeze ability was the only 
energy weapon | would use. Landmines 
and the shield didn't bring much to 
the table. Gameplay variety is another 
example of how Twisted Metal gets a 
lot right, but still has a few shortcom- 
ings. Arena combat is great, and the 
variations like “Cage mode” and “Nuke 
Mode" increase the scope of both mul- 
tiplayer and single player. Boss battles 
are also awesome and over the top. 
Bosses each have unique mechanics 
and an impressive sense of scale. Then 
there are the races, which are more 
frustrating than they should have been. 
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My biggest gripe comes from the chaos factor that is inherent 
to this game combined with poor course layout. Some races 
having you jumping across roof tops. Should you fall, there is 
no re-spawn to keep you in the race. Instead, you have to fig- 
ure out how to climb back up the building (which isn't always 
an option), and typically | would be too far behind to win by 
that point. 


Multiplayer features a few additional modes, such as a Last 
Man Standing, Team-based Deathmatch and Team-based Ob- 
jective. Some of these modes offer the option of using a he- 
licopter, which | highly recommend. It certainly can break the 
experience a little, butthe helicopter is balanced in a way that 
makes it just as vulnerable as a car. 


REPLAYABILITY One last sticking point for me 
was how the game controls 
were introduced. The problem is that they do not take the 
time to introduce you to them in the single player, nor can you 
see a button layout in the Options Menu. You can go outside 
the Story Menu to find a tutorial, but it isn't communicated 
very well that there is an option. 


Even then, the tutorial is pretty straight forward by having the 
player perform each action three times and then bringing you 
back to the menu. It should do a better job ofexplaining when 
and how to use weapons, not just let you hit a button three 
times. Altogether though, Twisted Metal captures that visceral 
experience of car combat and slaps you in the face with it. 


On the surface, Twisted Metal seems like it has a lot to offer 
between its single-player campaign, multiplayer options, 
and challenge mode. When you break it down though, the 
content is sparse. Story Mode only follows three charac- 
ters, and the actual stories are rather dull and uninspired. 


Combined play time is three to four hours, plus about 40 min- 
utes worth of cutscenes. There are three levels of difficulty and 
you can play through the story on co-op, but once finished, 
there is little reason to go back. Challenge mode is essentially 
a glorified bot match, which is what it should have been called 
in the first place. 


Multiplayer, on the other hand, is extensive, allowing up to 
four player split-screen and 16-players online. There is a per- 
sistent leveling system that unlocks new cars, skins, and weap- 
ons. The only problem here is that the matchmaking is broken. 
About half the time | would attempt to log into a match, there 
would be some sort of network error. 


This is an issue that is being addressed, but for day one pur- 
chasers, this is unacceptable. 


CONCLU SI ОМ Twisted Metal does a great job of 
capturing the feeling you know 
and love from playing a car combat game, but the overall 


package is lacking. While there are not too many car combat 
games to pick from, this is a must own for hardcore fans only. 


The first few hours can be a blast, but casual players will find 
themselves bored after a few sessions. — 
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ScrewAttack's Rating 


6.5/10 Rent lt 


Community Rating 


7.2/10 tu: 


Review Score by March 14, 2012: 






(65: have good ideas, but may, not 
be executed the best. It. can be Ten: 
joyablesby certain circumstances or 
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Tekken 3D 
Prime Edition 


Developer: 
Namco Bandai 


Publisher: 
Namco Bandai 


Systems: 
Nintendo 3DS 


Release Dote: 
February 14", 2012 


GRAPHICS The fighter runs 

at an impressive 
60 frames per second, even with the 
3D turned on. Every character is fully 
realized and detailed, animations are 
butter smooth, and environments are 
varied. Most of the assets stem from 
Tekken 6. 


The 3D effect is okay. It works, but that's 
about the most remarkable thing that 
can be said. It neither adds nor detracts 
anything. The 3D is turned off for online 
multiplayer fights, presumably for lag 
issues. 


The included Tekken: Blood Vengeance 
movie is also in 3D, but in movie the- 
aters, the 3D effects were poor. On the 
3DS, they're made even worse. The 
depth of field effect is hardly noticeable. 


However, the movie itself still looks 
good. It doesn't seem to have suffered 
from being compressed into a flash car- 


tridge at all. 
AU DIO Like the stages, all the 
audio comes right from 
the last console version. Every charac- 
ter quip and announcer statement is 
included, along with the some of the 
surprisingly great music. Everything 
comes through clearly; the 3DS speak- 
ers are not a detriment to the audio. 
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It's Tekken. That 


GAMEPLAY about sums it 


up nicely. You choose from a variety of 
fighters (over 40 to choose from) and 
pit them in one-on-one bouts in true 
fighting game style. Every character is 
based off of a different martial art, and 
nearly all have been accurately repro- 
duced. 


For Tekken enthusiasts, every combo 
and pop-up move is intact. The game- 
play is extremely faithful to any console 
version, and it plays just as well on the 
handheld. The only thing that was add- 
ed is the use of the 3DS touch screen. 
It displays four different touch buttons 
which automatically performs a differ- 
ent move or basic combo for each char- 
acter. None of them are elaborate, so 
the simplicity doesn't break the game 
balance. Since using the touch screen 


мыгы 


CONTENT RATED BY 
ESRB 








mid-fight is troublesome, you can 
smartly hold both triggers and press the 
corresponding face button instead. It's 
great for beginners, and seasoned play- 
ers will quickly forget it ever existed. 


Beyond that though, Tekken 3D Prime 
Edition is practically a skeleton of a 
game. Modes are minimal, consisting 
of versus computer, multiplayer, and 
a Special Survival mode. There isn't a 
story mode. 


The single player is facing off against 
ten computer opponents in a row (with 
a spike in difficulty halfway through), 
and then the credits roll. The other sin- 
gle player mode, Special Survival, has 
you fighting against varying amounts 
of opponents with a single health bar. 
There are no other single player modes 
beyond that. 


Multiplayer is a mixed affair. Wireless ad hoc play gives 
you what you would expect: full one-on-one fights with a 
friend. The online play is clipped at its roots. When setting 
up your profile for the first time, you are asked to choose a 
favorite character. The roster cursor then always has your 
favorite selected, which is kind of nice. But, when you play 
online against somebody, you will always play as your 
profile's selected character. There is no character select 
screen. After a fight, you rematch with the same fighters, 
or back out to the main menu. While it can be said this 
was done so that it's quick and easy to fight online, it's also 
unfulfilling to not rematch a skilled player with different 
characters. 


It gives a strange sensation that the game is lacking while 
being good. Online multiplayer is too limited and the sin- 
gle player modes are too simplistic to give a worthwhile 
experience. But, the engine built for the actual gameplay 
is stellar, runs beautifully, and absolutely evokes every- 
thing that is Tekken. 


REPLAYABILITY The only thing that will 

keep you playing is your 
love for Tekken. Everything is unlocked from the start, 
which is fine, so that you will not need to do any char- 
acter grinding. The only other unlocks to obtain are Tek- 
ken Cards. You get these by random when completing 
the Special Survival mode and all they amount to are pic- 
tures, art, and movie stills that you can you look at. None 
of them are compelling or interesting, so instead it's up 
to the multiplayer modes to hold your attention. Unfortu- 
nately, because of the aforementioned issues, those fail in 
that regard as well. After the actual game, all that's left is 
the Tekken: Blood Vengeance movie. If you'd like a quick 
review of the movie: it sucks. 


CONCLUSION Tekken 3D Prime Edition de- 

livers the fast-paced action 
of the series flawlessly. The fighting is great, smooth, and 
enjoyable to play. It's the lack of modes that prevents this 
from being a complete package. The few single player 
types are quickly forgotten, and the online play is too lim- 
ited. If anything, this game is great for competitive play- 
ers who need a way to practice in-between more fulfilling 
bouts on consoles. & 











a Revi Sio perd ast 


(és heve but may not 
executed the E Gin ba ar 





yek [yy cara dns or 


y | _ ST ; б ч 
Ө ей А REVISE | 
O Review/Source Links http://bit.1Y/ZGFqSU 
WE UT AS 





та, — 
— 
= 







Sports/oamesfarefonfalneverjen ding ma boe "real," and that includes 
de eae : ay, ا‎ eue lt hawker a en T lead much of 


y NBA Jam came ан s wh — came bach Iw OE po: 







E «y 
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Developer: 
EA Canada 


Publisher: 
EA Sports 





Systems: 
PS3 & Xbox 360 








Release Date: 
February 28, 2012 
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GRAPHICS Every level is very 
snowy, but it kind 
of has to be that way for snowboarding 
to work. The way SSX creates level diver- 
sity is that each mountain range takes 
inspiration from its surroundings. Alaska 
has pipelines, the Himalayas have walls 
that once kept the Mongolians back, and 
Patagonia is littered with the airplanes it 
has claimed over the years. Each moun- 
tain in SSX was crafted with geographic 
data from NASA in an attempt to truly 
recreate each peak, and while most of 
us will never carve the South Pole, it's 
cool to think you're on a mostly authen- 

tic recreation of it. 





The international character roster runs 
from large snowboarders like Moby to 
little ones like Kaori, and each person 
has multiple color options for their out- 
fits and snowboards. Some possibilities 
are basic, and some with lots of bright 
colors will make anyone stand out on 
the snow. 


AU DI All the characters are col- 

orful and quirky in their 
own ways. The snowboarders sound 
as eclectic as they look, including the 
crazy pilots. Since there isn't much of a 
story for the riders, they're free to talk 
trash and enjoy the slopes as much as 
the player. In true EA Sports fashion, 
there is an obscenely large soundtrack 
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of licensed music for you to play to. It’s 
a mix of rock, hip hop, and electronic 
tunes that will adapt to the situation of 
the player. If things are going smoothly, 
so willthe song. 


If the player bails and is tumbling down 
the mountain like a ragdoll, the music 
will pull back. When the player rocks a 
line like it’s a rhyme that’s right on time 
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in Super Tricky mode, Run DMC returns 
to let you know how tricky it really is via 
a remix by Pretty Lights. If none of the 
music in the game suits you, you're able 
to provide your own soundtrack. 


Even if | did that, 'Young Guns' by The 
Naked and Famous would be in there. 
It's too perfect for this game not to be 
included. 


GAMEPLAY One of the goals 

of SSX was to 
really be accessible and fun for anyone 
who picks up the controller. By adapt- 
ing the flick-it system from Skate, creat- 
ing wide open courses, and shifting the 
competitive focus towards your friends, 
they've accomplished that. While you 
do have the option for old school but- 
ton controls, doing tricks with the right 
stick feels too natural to leave. Which- 
ever way you move it that part of the 
board will be grabbed, then that can be 
tweaked with the triggers and you can 
flip and spin with the left stick. Balanc- 
ing and landing tricks is an afterthought 
because there is no balance meter, a la 
Tony Hawk. 


As soon as you release a trick, your char- 
acter will automatically position them- 
selves to land safely. This will allow you 
to prepare for what's coming up, and in 
SSX, wherever you land there will be a 
lot coming up. Each course has multiple 
paths down mountains where just about 
everything can be utilized. Except for the 
trees. Those will hurt you. Along with 
the trees, the courses offer true chal- 
lenge for those who want to master SSX, 
and a rewind feature to redo those last 
few seconds for those who took that last 
turn a little too fast and wide. 


SSX has three modes: Race mode, which 
is what it sounds like, Trick It, where you 
go for the high score, and Survive it, 
where your only goal is to make it down 
the mountain in one piece. Each deadly 
descent implements unique gameplay 
features like squirrel suits, having to 
use a climbing axe to make it through 
icey turns, or using an oxygen tank to 
not pass out. The oxygen tank levels 
in the Himalayas were not fun, but the 
avalanche in the Rockies, which uses an 
overhead, from the front, Ski Free style 
camera angle was really cool (pun not 
intended). 


Really though, the World Tour, which 
is the story mode, serves as a training 
and unlock mode for Explore. To make it 
through the 40-odd tracks in World Tour, 
you don't even have to get first place to 
progress from course to course. Usually, 
not coming in last is enough, or in the 
case of the deadly descents, you just 
have to survive. This really serves to pre- 
pare you for the other 110 courses that 
become available when you hit Explore 
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mode to go up against your friends. SSX 
utilizes the log system brilliantly to take 
the emphasis off of slogging through a 
career mode and putting it on compet- 
ing with buddies. 


As someone who often loses interest in 
racing games well before their career's 
conclusion, putting the majority of the 
game out there to do as you like is a wel- 
come addition. 

The game's 


REPLAYABILITY „or, mode 


will take 6-8 hours, but with as open 
ended as EA Sports has made SSX it’s 
hard to see why the competitive types 
won't keep returning to the slopes to 
beat each other's times and create new 
challenges for one another. 


With Global Events, you can take on 
players from all around the world and 
try to take down their best times. Cus- 
tom Global Events are also possible to 
see who can really race, trick, and sur- 
vive. The collectibles in SSX, the geotags, 
can be placed by the players giving oth- 
ers something new to track down. 


You could make them super obvious, or 
if you want to be devious you hide them 
right behind the first jump where no one 
will find them. 


CONCLUSIO 








SSX is a 


game that 
anyone can pick up and have fun, with 
harder challenges out there for those 
that want to master them. It presents 
a sport that is inaccessible to many in a 
way that many will enjoy. EA Sports has 
continued to make sports games fun 
again for people who might not like re- 
alistic sports titles all that much. Where 
Tony Hawk and Activision have lost their 
way, SSX and EA Sports returns lights to 
the path. € 


ScrewAttack's Rating 


8/10 Buy It 


Community Rating 


7.9/10 в! 
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(8s are great games that have something 
holding it back from excellence, or some 
features aren't as polished. The game 
is still extremely worthy of playing, but 
it may not be the most impressive.) 
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Touch My Katamari 


Developer: 
Namco 


Publisher: 
Namco 


Systems: 
Sony Vita 


Release Date: 
February 22", 2012 


GRAPHICS 7^ му кез 
mari uses the Vi- 
ta's power in a much different style than 
most of the other launch titles. It uses 
the graphical capabilities to paint oddly 
surreal vistas in vibrant colors that are 
crisp and make every last building, lake 
and rhino-riding-a-golf-cart pop out and 
demand attention. It helps to place the 
focus solely on the items being collected 
rather than the Prince or the Katamari 
being rolled. 


Even though the Vita is able to bring 
enhanced coloring and crisper graph- 
ics, there is one thing it simply can't 
cover up—a vast majority of Touch My 
Katamari looks exactly like every other 
Katamari game out there. The look and 
feel of the games haven't evolved in the 
nearly eight years the franchise has been 
around. Figures are still blocky with little 
to no animation and are completely de- 
void of any sort of textures. The look has 
begun to wear thin and no amount of 
glossy, vibrant coating can hide this fact. 
AU DI While themes are still 

catchy and the shrill cries 
of all the tiny animals are still as satisfying 
as ever, it is abundantly clear Touch My 
Katamari doesn't strive to make any real 
progress in the audio department. Most 
themes and sound effects are ripped 
directly from previous Katamari titles 
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with little to no consideration put into 
the selection. Players can count on hear- 
ing the classic Katamari Damacy theme 
at least once per level, and the same 
sound effect playing for nearly every ob- 
ject rolled up. In addition, the incredibly 
irritating siren that blares when play- 
ers become low on time makes the last 
thirty seconds of every level a living hell. 





GAMEPLA Much like both 

the graphics 
and the audio, the gameplay remains 
almost entirely unchanged: the Prince 
is charged with rolling up as many ob- 
jects as he can before the time runs out. 
There are a few clever levels known sim- 
ply as challenges that put an interesting 
spin on this and help to break up the 
monotony of the regular levels. These 
levels contain various other objectives, 
such as trying to become as large as 
possible while only rolling up 40 items 
or rolling up as many low-calorie food 
items as possible while trying to avoid 
the high-calorie items. 


The big change to gameplay comes from 
using the Vita's unique design to aug- 
ment the game's classic controls with 
some new tricks. All the old control 
schemes are still available, utilizing the 
Vita's twin analog sticks to aim and move 
the katamari around the levels. Players 
can chose to control the katamari with 
the touch screen, swiping to move, mak- 
ing circular gestures to turn and tapping 
to hop. In addition the rear track pad can 
be used to elongate the katamari into a 


1 the ball 
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long bulldozer-type shape for collecting 
tons of smaller items at once, or pinch it 
together to form a tall, slender katamari 
perfect for fitting into narrow spaces. 


The ability to manipulate the size and 
shape of the katamari is a nice new ad- 
dition, but it fails to make a meaning- 
ful impact on the game as a whole, and 
the other new touch controls tend to 
be more of a hindrance than anything. 
Accidentally bumping the rear track pad 
will oftentimes send the Prince spiral- 
ing in the wrong direction, causing him 
to spring over the object he intended to 
collect or just halt all forward progress. 
For certain challenge levels focusing on 
precision or working on a time limit, 
these sorts of random movements can 
turn a great run into a train wreck in sec- 
onds. In contrast to these movements 
that literally perform themselves, other 
maneuvers can be downright frustrating 
to pull off. While the game claims you 
can roll up vertical surfaces by pressing 
against the surface and continuously 
rolling forward, this almost never works. 
The katamari usually ends up sliding 
uselessly to either side of the surface 
or gets half way up only to fly off in a 
different direction. For a game based 
on rolling up objects within a time limit 
this maneuver usually wastes more time 
than it gains. 


Altogether these new features do very 
little to freshen up stagnating gameplay, 
in some cases doing more harm than 
good. With only thirteen total stages, 
and some of the levels taking place in 
the same stages, it is hard to get past the 
rinse-and-repeat feel to gameplay. This 
is only made worse by the fact that the 
gameplay itself hasn't really changed 
much in eight years. It leaves the title 
feeling stale and uninspired, words that 
aren't often paired with the once great 
Katamari titles. 


REPLAYABILITY ® 0° 

area where 
Touch My Katamari truly shines is re- 
playability. As with all other Katamari 
games this one provides a treasure trove 
of collectable goodies. Every level con- 
tains items, cousins, presents, “curios” 
and “damacy fans” that can be rolled up 
and collected. These often provide ad- 
ditional rewards at the end of missions 
including bonus candy, the in-game cur- 
rency, or costume unlocks for the Prince 
himself. Candy can be used to purchase 
tons of different costume changes for 
the King of All Cosmos, music, as well as 
two additional bonus modes for every 
level in the game. 


At launch, the game already had two ex- 
tra stages to download for completely 
free that could be purchased in game 
with a certain number of “damacy fans.” 
Touch My Katamari really does go above 
and beyond to provide fans of the series 
reasons to keep coming back day after 
day to roll and re-roll levels in hopes of 
getting higher scores, finding every last 
missing item, and collecting enough 
candy to buy the King that top hat and 
monocle he’s always wanted. 

While fans 


CONCLUSIO of the se- 


ries are sure to find tidbits of joy spread 
throughout the title's paltry collection 
of stages, Touch My Katamari ultimately 
comes off feeling like a stash of recycled 
music, graphics and gameplay crammed 
onto a cartridge and sold to make a quick 
buck off of early Vita purchasers waiting 
for something better to buy. 
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| Menoblade Chronicles 


Developer: 
Monolith Soft 


Publisher: 
Nintendo 


Systems: 
Wii 


Release Date: 

June 10, 2010 (ІР) 
August 19, 2011 (EU) 
September 1, 2011 (AUS) 
April 6, 2012 (NA) 


STO RY Xenoblade takes place in 

a very interesting world. 
A long time ago, 2 giants known as the 
Bionis and the Mechonis duked it out, 
and froze up. Together, they formed 
2 worlds, 1 full of organic things, the 
other filled with machines. 


The main character is Shulk, a young 
scientist who lives in the peaceful Co- 
lony 9 on the Bionis, along with his 
friends Reyn and Fiora. He tries to find 
the secret to the Monado, a sword able 
to hurt the Mechon (the machine race 
living on the Mechon), but basically 
uncontrollable for most people (some- 
times outright killing them). Faster than 





сап be said “I wish any day could be like 
this”, everything goes to shit because of 
a surprise Mechon attack, and one of 
his friends even bites the dust (I won't 
spoil who). 


Shulk also ends up being the only one 
capable of using the Monado without 
any harm (and can suddenly see into 
the future because of it), and is pretty 
pissed for his friend and seeks reven- 
ge against the Mechon (specifically 1, 
who is called Metal Face because well, 
he has a face made of metal) who des- 
troyed his colony and killed his friend. 
Along the way, he meets new people 
(aka party members), things don't seem 





the way they are, and shit gets real. 


While there are no moral choices and 
therefore no ways to alter the story, the 
story is nothing short of excellent. The 
cast is mostly likeable and well develo- 
ped, the story is epic and full of twists 
and turns, and it's hard not to get invol- 
ved in this truly great narrative. While 
it does somewhat suffer from a rather 
wonky ending (which doesn't make a 
whole lot of sense and feels like a for- 
ced way to somehow connect it with 
our world), and one character | found 
pretty damn annoying, the story is 
nothing short of excellent, and one of 
Xenoblade's strongest points. 


PRESENTATION 4) now 


that the Wii isn't a graphical power- 
house, easily outclassed by its console 
brethren. That said Xenoblade doesn't 
look very good, even for a Wii game. | 
guess it was done to make it all fit on 
1 disc, but the game simply isn't the 
looker. Faces (especially Shulk) look 
like they're painted on, there's obvious 
pixilation, and even use of 2D sprites 
for things such as plants and fences 
(something | haven't seen since the 
Nintendo 64). However, what it lacks in 
looks is made up more by the other fac- 
tors. Artistic wise it's simply gorgeous. 
Standing on the leg of the Bionis and 
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seeing the Mechonis in the distance 
gives a true sense of grandness. The 
world is also really well designed and 
filled to the brim with interesting crea- 
tures and worlds. 


Meanwhile, the music is absolutely 
phenomenal. Everything from the ope- 
ning music to the final boss' theme gi- 
ves a serene, yet epic feeling. The batt- 
le music is also great, especially when 
you're the one who initiated the battle. 


Then we have the voice casting. Instead 
of the Troy Bakers and Yuri Lowenthals 
that we hear in every single JRPG, the 
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cast is exclusively British and filled with 
unknown actors. The most famous of 
the bunch is easily Adam Howden, who 
voices Shulk, and he's best known for 
voicing Anders in Dragon Age 2. Ho- 
nestly, there's something really refres- 
hing about hearing these British voice 
actors, and most of them do a pretty 
good job expressing their character. 
Some of the Mechon however, aren't as 
lucky. A reviewer at IGN said that some of 
them sounded like cockney pirates, and 
while that may be too harsh, it isn't too 
far from the truth. It does make it hard 
to take them serious, especially when 
they do and say such horrible things. 


GAMEPLA l've talked 

about how the 
story is great and how the presentation 
isamazing, but none of that would mat- 
ter if the gameplay wasn't any good. 
Luckily, that's not the case, as the game- 
play in Xenoblade is more fun than the 
average JRPG. If you've played World of 
Warcraft of Final Fantasy XII, you'll get 
a clear idea what the gameplay is like. 
You control 1 character along with 2 
other party members. There are gene- 
rally no random encounters, and you 
decide whether you want to engage in 
battle or not (though some monsters 
do attack you on sight). 





KIO 


The battles aren't completely in real 
time, but you have a lot of control of 
what you do. Your character automati- 
cally uses a normal attack, but you can 
use a special attack when enough time 
passes. One example is Shulk's Back 
Slash, which does a lot of damage if you 
attack from behind (well duh). There's a 
lot of freedom in the combat and does 
make it a lot more exciting than say, the 
standard JRPG 


But there's more to it than that. If a cer- 
tain meter is filled, usually dependent 
on a small ОТЕ (you dont fail if you 
don't press the button at the right time, 
you just don't get as high of a reward), 
you raise the Affinity of certain charac- 
ters towards you (which makes them 
better partners), and able to unleash a 
Chain Attack, which usually does mas- 
sive damage. 


An important and kind of neat element 
is the ability to watch the future during 
battle. When one of your party mem- 
bers is low on health, an enemy usually 
prepares a special attack that will cause 
them to die or cause their health to be 
extremely low. You'll see this event hap- 
pening, and then have several seconds 
to prepare yourself for things to come, 
or completely prevent it. It's a neat 
concept and it works really well, not to 
mention that it seamlessly finds its way 
into the story. 
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An important thing to probably men- 
tion is the insane amount of freedom 
you have. Especially compared to Final 
Fantasy XIII's unbelievably linear corri- 
dors, Xenoblade feels very open and 
free. Almost every area can be explored 
for hidden goodies, and while some 
parts may not be recommended to go 
to (as the monsters will be too power- 
ful), that you can go there to begin with 
shows just how free you are. 


It wouldn't be a RPG without some de- 
gree of customization, and Xenoblade 
has it in spades. You can change your 
armor, but also add and create various 
gems that will give you more 
strength, more magic, or una- 
ffected by Air Attacks. 


Also, | will say this though. If you 
have the option, play with the 
Classic Controller, the game was 
designed with this controller in 
mind, and the Wiimote-Nun- 
chuck option never feels right. 
Plus, it allows you to control the 
camera, which is a big plus. 


REPLAYABILITY 


Xenoblade is absolutely massi- 
ve, meaning it's impossible to 
do everything in 1 playtrough. 
The game is around 60-70 hours 
long, and that's just the cam- 
paign. There are over 400 side 
quests which range from the 
generic like kill that many ene- 
mies or find these items (though 
its great that you don't have 





to go back and tell them that you got 
everything. When you have the items, it 
just says Quest completed and you get 
the reward), to the interesting such as 
finding a lost tomb or rebuild an enti- 
re colony. Unfortunately, there are a lot 
more generic ones, which means you'll 
most likely ignore all of the side quests 
(which is what | did at first), which is a 
shame, because the interesting ones 
can be really cool. 


Thereare also achievements (I know, it's 
weird) which you can unlock, which is 
always fun, even though they don't rea- 
lly mean anything, since the Wii doesn't 
have an Achievement list 


There's also a New Game Plus feature, 
so if you want to do everything again, 
you can do it with the items from your 
previous adventure, plus a few more 
that you're awarded with after the 
game ends. This will at least double 
your playtime, meaning that you'll have 
a 120 hour game. That's quite the bang 


for your buck. 
Xenoblade 


CONCLU SION Chronicles 


is a tremendous achievement. The Wii 
did not just get a JRPG, it got most likely 
one of the best of this generation. In a 
genre that has mostly gone stagnant 
thanks to tropes and old fashioned ga- 
meplay, Xenoblade proves there's still 
life in the genre. 


If you're a RPG fan, you need to own this 
game. It's one of the best games on the 
Wii, and my Game of the Year of 2011. 
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-PROS- -CONS- 


Epic, sweeping story full of ¥ A not all too great ending 
twists and turns. (though certainly not horrible). 


Fantastic Art design. Y Doesn't look very good from a 
technical standpoint. 
Haunting and gorgeous music. 


Y Too many generic side-quests. 
Lots of things to do. 


Y  Wiimote-Nunchuck controls 
Awesome combat mechanics. don't work very well. 


Refreshing British voice cast. 
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Тһе Elder Scrolls series rose to true fame when Morrowind was 

released. Oblivion came and was a damn great game that їп 

my mind hasn't been treated well by the jaws of time. When 

Skyrim was-announced at the 2010 VGA’s, people were ob- 

viously excited. ls Skyrim a true successor to Oblivion, or should 
it be fed to the dragons. 


by g1 MadHero 15 
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Elder Scrolls V: 


kyrim 


Developer: 


Bethesda Game Studios 


Publisher: 
Bethesda Softworks 


Systems: 


PC, Xbox 360 & P53 


Release Date: November 1* 


STO RY Set 200 years after the 

events of Oblivion, you 
start out as a lowly prisoner ready to be 
executed, you find out there's a lot more 
to you. After your execution is stopped 
because of a dragon, you make your es- 
cape to the Nord region of Skyrim. You 
find out soon that you're Dovahkiin, 
Dragonborn in the dragon language. 
You have the power to learn the dragon 
language and use their Words of Power 
against them. 


But it isn't that simple. Skyrim is cu- 
rrently deep in civil war, between the 
Stormcloaks who believe that Skyrim 


belongs to them because they're Nords 
(they're kind of dickish towards other 
species) and the Empire. This serves as 
backdrop toward the main conflict, and 
you don't have to follow this at all if you 
don't want to. 


Meanwhile, there are tons of little 
things going on. There's a guy who 
wants a mystic artifact, there's a kid 
who wants to kill the caretaker from the 
orphanage he ran away from, and just a 
lot of tiny little stories. 


That said, and l'm going to be honest 
here, | don't think the story of Skyrim 


MATURE 17+ 





is all that great. There's the big “end of 
the world” scenario going on, and the 
civil war backdrop is kind ofinteresting, 
but | simply never got invested in these 
characters or this plot, despite having 
some cool and interesting moments. 


The side quests however, are a ton of 
fun. While there are some boring ones, 
the quests with the Thieves Guild and 
a quest that essentially was a Medie- 
val version of The Hangover were very 
fun and even somewhat hilarious. They 
contain the game's most interesting 
and strange moments, and | wish the 
main plot had more of that. 











Skyrim is a big game, and big games 
often have problems with graphics. 


PRESENTATION 


After all, when you create such a big world, you know that there will 
be glitches and not great looking textures. 


While Skyrim isn't the greatest looking game, it certainly gets the job 
done. The world of Skyrim is filled with beautiful locations and some 
great art design, which does take a note from every western fantasy 
there is. The facial and normal animations have improved a lot over 
Oblivion, and while they move either too stiff or too little, it gets the 
job done. 


The music is done really, really well. From the opening where it slowly 
builds up to an epic chorus, or the battle music when you fight a dra- | 
gon. It ranges from sweeping epic to very minimalistic music, and 
surprisingly the effect doesn't jar. The voice acting is also done well. 
While it has the Oblivion in that a lot of characters have the same 
voice actor (though it's far lessened), it's improved with only a very | 
few spotty moments (most notably in the beginning of the game). 


What makes Skyrim's presentation work is that it feels grand. The big 
mountains, the snowy wastelands, the tons of caves. Skyrim feels 
massive, and that definitely helps when you play a game where you 


primarily explore. 


/ 


GAMEPLAY If you've played 

Oblivion, you 
won't have a lot of trouble getting into 
Skyrim, and it controls pretty much the 
same way. For those that don't know, 
Skyrim plays in the first person (you can 
play in third person, and unlike Obli- 
vion and Fallout 3, it can be recommen- 
ded). You choose between a total of 10 
races, all with their own strengths and 
weaknesses. 


However, one things great about Skyrim 
isits leveling system is that you learn by 
doing. Your Blade skill won't approve if 
you keep on Smiting. If you want to be- 
come a good swordsman, you need to 
use your sword. Want to be good at loc- 
kpicking, start picking locks. It's as easy 
as that. They're also skill trees for each 
ability, so that you can improve them 
even further if you want to. They're also 
several statues which give you special 
bonuses depending which one is acti- 
vated (you can only activate one) 





A big addition (and a huge differen- 
ce from Oblivion) is the ability to dual 
wield most type of weapons. Do you 
want to be the classic sword and shield 
guy? That's fine, but you can also hold 
2 swords, axes, maces or whatever in 
each hand, and also a lot of spells. This 
adds an immense degree of customi- 
zation to your character, and makes 
everyone's play experience different. 


One problem | have with Skyrim's leve- 
ling up system is how it affects the ene- 
mies. When you put your leveling up 
skills in say, Smiting, certain enemies 
become more powerful, and while it's 
good that enemies become harder as 
you level up, it also puts up the pro- 
blem that certain players who didn't 
pay much attention to their offensive 
skills will get blown away by enemies 
such as the Draugr Deathlord. Another 
problem | have with Skyrim is its mo- 
rality system, or rather, a lack thereof. 
You can be the greatest human being 





(or elf, cat/lizard man) alive and still join 
the evil Thieves Guild and Dark Brother- 
hood. It makes me feel like there's an 
extreme lack of consequences to my 
actions. The only time when | faced a 
consequence was when | stole from an 
old woman, and she sent thugs after 
me, | then killed after killing the thugs 
and that was it. It seemed like Bethes- 
da was afraid to lock out things during 
playthroughs, but games like Witcher 
2 blocked tons of content if you made 
one simple decision, and therefore en- 
couraged multiple playthroughs. While 
it will suck up a lot of your 


Since you are the Dragonborn, you 
have the ability to leam the Dragon 
language, and certain words bring cer- 
tain powers. The popular Fus Ro Dah is 
essentially a Force Push and hilarious 
to use, then there are shouts which lets 
you summon a storm, spit fire, and a lot 
more. It's an interesting mechanic that's 
a lot of fun to use, especially when you 





SERENATIACIMAGAZINESIMAR CH! 


bring someone to the top of a mountain peak and then push 
them back. Skyrim isn't perfect from a technical standpoint. 
While certainly not unplayable, there was some obvious lag 
during my playthrough (it should probably be noted by now 
that | played it on the 360), and even moments where it fro- 
ze and 1 had to restart. There are also some pretty obvious 
glitches which range from the annoying (getting stuck in a 
mountain) to the hilarious (no face). 

If you want to only play the 


REPLAYABILITY main quest, be prepared for 


some serious disappointment. Todd Howard said one of the 
guys in development beat it in 2 hours, and while that may 
be alittle too small, it will probably take you about 6-8 hours. 


But here's the thing, you'll probably ignore all of that during 
some points in your playthrough. Skyrim is absolutely mas- 
sive, and full of places to see and do. Exploring the world of 
Skyrim is quite a daunting task, and will take a lot of your 
playing time. 


There are numerous side quests, most of which very interes- 
ting and varied, and will also add a lot of playing time. There 
; are no alternate endings. While you can take certain different 
P paths and allegiances getting there, the ending shall always 
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be the same, which is somewhat disappointing to see, be- 
cause | would've loved to see how it would all work out if | 
was an evil bastard. 


Multiple playthroughs are recommended, just to see what 
it's like playing a different character (I first played as a Wa- 
rrior Nord, then as a sneaky Wood Elf), or to see how different 
paths will lead you. Still, it could've been better, if Bethesda 
had the balls to lock out content based on our decisions. 


Also, if you have the PC version, you'll probably get the most 
playtime out of it, thanks to a great community of modders 
who add some hilarious new things to the game, extending 


its already massive play time. 
CONCLU SION Skyrim is and remains essentia- 
lly Oblivion 2.0. That's both its 
greatest strength and greatest weakness. You'll most likely 
spend 100's of hours with it, and far too few games dare to 
do things that Skyrim does. Still, | think it could've been bet- 
ter if it took more chances, and probably should've taken. 
Skyrim remains one of my favorite games of 2011, and you 
wont find a lot of better Western RPG's. Go get Skyrim, if you 
haven't already, or face an arrow to the knee (why all those 
groans, am | late to the party with that one?) к 
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-PROS- -CONS- | 3 


A Absolutely Massive. Feels a little too much like an 
improved Oblivion (instead of a 
4 Lots of fun side quests. whole new game). 





А Exhilarating combat. Too many annoying glitches. 


A Amazing world to explore. The main story is both weak 
and short. 
A No playthrough is the same. 
Not much consequences to 
А Great community filled with your actions. 
creative modders. 
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iheINintendo'3sDS‘has" Sbeemouttonduite rome qa now, andis es 
| finally getting the much needed library of titles to truly takeoff. 
Ж With | ‘Hideo Kojima’ s epic Metal Gear Solid 3 now finding a 7 
home” on'its'Three-Dimensional mantle, ‘does it breathe some | 


life into the 305, or does it leave a rotten taste in your mouth? 
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Metal Gear Solid: 
Snake Eater 3D 


Developer: 
Konami Computer 
Entertainment Japan 


Kojima Productions 


Publisher: 


Konami 


System: 


Nintendo 3D5 
— 


STORY Snake Eater acts as a 


prequel to the events 
of all other Metal Gear Games, star- 
ring Big Boss as the protagonist. It is 
the Cold War era of the 1960's- a war of 
espionage and information. A soldier 
known by the codename Naked Snake 
is dropped into enemy territory to res- 
cue a Russian scientist by the name 
of Sokolov. Things go smoothly until 
Snake's former mentor The Boss betrays 
the United States and joins her former 
COBRA unit, alongside Colonel Volgin- 
a ruthless and sadistic threat to Nikita 
Khruschev's regime. After abducting 
Sokolov, The Boss throws Snake into a 
river nearly killing him. Using a nuclear 
missile given to him by The Boss, Volgin 
destroys Sokolov's research lab, killing 
many KGB soldiers along with it. 


EN NE Tı 


America is blamed for the attack, and M FTAL GEAR an Ile 
now, Naked Snake must return to Rus- 

sia and kill The Boss to prove America's 

innocence, as well as destroy a Nuclear S NAKO 2” 


weapon called the Shagohod. If he fails, 
it will mean World War Ill. The timeless 
tale of Kojima's classic PS2 title remains 
true to its origins. None of the story has 
been changed for the sake of the new 
format. The story told results in a truly 
enthralling tale of espionage, betrayal, 
redemption, and sacrifice. There are 
few words that can go into how well 
the unforgettable story is created. 
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GAM EPLAY All of the origi- 

nal elements of 
the feature title are in place, along with 
several extras. 


First and foremost, the most important 
aspect of Metal Gear Solid- Stealth. 


The game utilizes a camouflage sys- 
tem that will determine your visibility 
in front of enemy soldiers. Players can 
equip different fatigues and face paints 
to maximize their invisibility, which can 
be measured by the camouflage index 
at the top of the bottom screen. 


Unique to the 3DS version of Snake 
Eater is Photo-Camo. Using the 3DS 
camera, players can take a photo of a 
texture or pattern in the real world and 
use the design on their fatigues for cus- 
tom appearances. For the first time in 
my life, my camouflage index reached 
100%. This game-breaking element 
was extremely fun to use but also man- 
aged to severely cut the difficulty of the 
title. 


Another aspect of Stealth is your move- 
ment. In the Metal Gear Solid titles, 
there were generally three positions: 
Standing, Crouching, and Prone. In 
past titles, attempting to move when 
crouched would force the player into a 
crawling prone position. This has been 
severely changed for Snake Eater 3DS. 
Utilizing the con- 
trol scheme of Met- 
al Gear Solid Peace 
Walker, players can 
now walk around 
while crouched. 
This is a HUGE ben- 
efit to the ease of 
controls and made 
sneaking around 
quickly highly ac- 
cessible to players. 


The behavior of 
the enemy has not 
changed. If you 
are spotted by the 
enemy, the classic 
"" along with its 
sound effect will 
trigger an alert sta- 
tus in which you 
must escape or en- 
gage the enemy. 
Following this are 
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two lower levels of alertness in which 
guards will look for any signs of intru- 
sion. Avoiding detection is the ultimate 
goal in а stealth game, and doing so re- 
sults in a very successful end result. 


Weapons are procured on sight in the 
game, and each new weapon can be 
assigned to one of several slots in your 
inventory to be cycled through at your 
will. Your weapon types range from a 
tranquilizer gun all the way to an RPG- 
7, with plenty of grenades, rifles and 
machine guns to choose from in be- 
tween. When aiming your weapons, 
the 3DS version also allows for a Third 
Person Camera when firing in addition 
to the traditional First Person shooting. 
Aside from the weapons, players also 
have access to several items that can 
help Snake avoid detection or find prey, 
such as the classic Cardboard Box and 
Motion Detector. 


Generally speaking, the fewer people 
killed in gameplay, the higher your rat- 
ing will be in the endgame. It is com- 
pletely possible to complete the game 
without killing a single person outside 
of cutscenes. This method will often 
earn players bonuses such as enemy 
camouflage and additional items. You 
may engage your enemies with guns or 
with COC- Closed Quarters Combat- a 
style that allows you to disengage your 
enemies with brute force, as well as in- 
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terrogate them or kill them on the spot. 


Atthe peakofeach chapter ofthe game, 
players must defeata boss. The strategy 
of staying hidden generally changes up 
to also playing offensively resulting in 
some truly great experiences. 


One ofthe biggest aspects of gameplay 
is Snake's stamina and overall health. 
Due to the conditions of the mission, 
Snake must acquire his own food. This 
is done in the form of hunting and 
gathering the local plants and animals. 
Being mindful of your stamina gauge is 
very important. Your grumbling stom- 
ach could reveal your location to the 
enemy. At the same time, players must 
be wary of poisonous foods that could 
do more harm than good. Any injuries 
acquired to Snake's body must also be 
treated personally. Fortunately, Snake 
has some backup in that department 
thanks to the doctor on his team, Para- 
Medic, who details his food sources and 
injuries if the player calls her. 


The radio is a device used to contact 
Snake's team. Players can try any fre- 
quency they want in hopes of making 
contact. Some stations reach Snake's 
team for information, tips, and most 
importantly- saving, while others are 
radio stations. Some frequencies can 
even be lifted off of guards in order to 
call off alerts or call in air-strikes. It's in- 
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teresting to note that the Game-Notes 
feature of the 3DS was very useful for 
writing down these additional unlisted 
codes. 


Another notable change to gameplay 
is the use of the built in gyrometer for 
balancing on limbs. 


Veterans will also notice the switch 
from the classic Kerotan frog to Nin- 
tendo's Yoshi, and the overall portable 
format of the title, carrying all data over 
between saves so that the player can 
try something new on any difficulty. 


The game looks 
GRAPHICS pretty good on 


the 3DS. While you won't be seeing 
any Metal Gear Solid 4 level graphics, 
the title translated extremely well to 
the 3DS. Some textures are blocky and 
some models are visibly polygonal, and 
supposedly the foliage in the trees has 
been reduced, yet the game maintains 
extremely well designed characters, 
notable Snake... all while being avail- 
able in 3D. 


Attempting to use 3D in gameplay 
would often force the screen to grow 
slightly out of place as | moved the 
3DS. Generally speaking, any attempt 
to move the 3DS around AND main- 
tain the 3D focus is ultimately futile 
no matter what game you are playing. 
The use of 3D was generally best suited 
for cutscenes. Fortunately, this game is 
chock full ofthem. 


Easily the biggest issue with the graph- 
ics was the frame rate. Generally, the 
game looked and played very well. 
Once the action picked up however, 
the frame rate slowed and the game it- 
self came to a slight crawl at the sight of 
an explosion or fire. 


SOUND The Sounds of Snake 


Eater are exceptionally 
put together. From a sound effect stand 
point, keeping in mind every little noise 
you make is imperative as a soldier and 
when the game does so much to en- 
courage silence, the noises you do end 
up making and hearing stick out, be it 
your footsteps, your weapons, or your 
own stomach growling. From bird calls 
to hissing snakes, the animals are very 
alive as well. Indeed, Snake is in the 
jungle. 














The most important aspect of the 
game's sound however comes from its 
unforgettable themes and score. Com- 
posed by Harry Gregson-Williams, the 
music of Metal Gear Solid 3 is truly un- 
forgettable, and with Cynthia Harrell's 
opening theme Snake Eater, the music 
of this title lives on in the mind of the 
player long after the game is put down. 


CONTENT & The game 
REPLAYABILITY кону 


terms of replayability. The initial play- 
through is good to get a feel for the 
mechanics and overall story. The sub- 
sequent playthroughs are used for per- 
sonal experimentation and challenges. 
Trying to unlock all of the 27 emblems 
is no doubt a great endeavor, consider- 
ing | managed to only get two in my 
first run of 13 or so hours (Pigeon and 
Scorpion, No Kills FTW!). 


There is a lot of information to be 
learned from your support team. Para- 
Medic offers both animal and plant 
knowledge as well as an extensive 
background in movies and culture. 
Sigint provides endless details about 
your weaponry and equipment. 


The amount of research put into the 
elements of Snake Eater are truly as- 
tounding. 


There are also several ways the player 
can alter the timeline of their experi- 
ence, such as killing certain enemies 
before they are meant to fight you. 
This is coincidentally tied to one of the 
greatest bosses of all time, The End. 


Completionists of the most hardcore 
variety will also find themselves trying 
to find and shoot all of the Yoshi dolls 
in order to earn the associated title and 
rewards. Aside from everything men- 
tioned above, there are plenty of note- 
worthy easter eggs that will keep play- 
ers coming back. 


It is a bit of a disappointment to say 
that the nightmare sequence easter 
egg from the Groznyj Grad prison is 
no longer in the game., along with the 
Snake vs Monkey Mini-Game. 

One of the 


CONCLUSION greatest 


aspects of the Metal Gear franchise is 
that the games themselves are time- 
less. | bought MGS3 back in the days 
of PS2. Here | am in 2012 playing it yet 
again, feeling the same emotional jour- 
ney | ат embarking on with my favorite 


-PROS- 
& Awesome Story. 
4 Optimized Controls. 
A Excellent gameplay. 


A Great Use of 3DS exclusive func- 
tions. 


A Lot's to do for the completion- 
ists out there. 


character of all time, Naked Snake (Big 
Boss). Now being old enough to under- 
stand EVERYTHING going on, the game 
is now even more important to me. It 
teaches a message about the threats of 
nuclear warfare, and portrays a section 
of history in an interesting light. 


For fans of the series, this is a must 
have. For newcomers, it might be over- 
whelming to get used to the stealth 
gameplay. 


For fans of stories, this is at least a rent. 
For the First Person Shooter Junky, it 
is better that you buy a Vita and play 
something on that handheld instead. 
Snake Eater is as good as ever on the 
3DS. With the updated controls and 
portable format, | don't have to wait for 
my PS2 to load up ever again. With the 
success of this title, | can only wonder 
what titles can come to the 305 next. | 


-CONS- 
Learning curve for new players. 


Framerate issues cannot be ig- 
nored. 


3D hard to use in certain situ- 
ations. 


Not much consequences to 
your actions. 


Buy]It ESSO DP SS (TE 
8510 SUM: rar mars [xm ON ME ren оу line, wO 11672625) 
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Qhapter 5 
[Ка Selon Nec. 





5 years ago Wren T 
woke up the 
Monsters were 
still bhere 


id^ 3 " We were in the same 
years, huh? | situation. I could only 
time sure . save Malon, you could 
Plies Past. only save Link. Ж 


And 
we both 
De lost our 

Yeah, 7 1 , Wives. 
 it'5beena 


г Ab least we didn't 
. get any Patter... 


Mr. Link's dad? 
Who 


could it 
be? 


[t's Link! ? 
he's ім danger! - 


Thelegend¡otyZelda El ¡Rey ¡by causa ШШДЕДЕ сот 
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ег Link! y UA 


NN * in there! ' 
“ ` 








C dues alea ЗД 






| Look, there's a big Ў 
е OMNES р crowd over — 








It relieved we bo see Malon and the 
others were 5 but I didn't 
see You аб all, 


One of the monster guardians had gone berserk 
and attacked the kids, only you stood against it. 










It was the Pirst time I saw 
that Pierce look in your eyes. 


he Legend КА де ПЕЗУЛОУЛСИШИНЦ, 
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Xx 1 | N -f J Pog 


, \ \ / / E ^ ы 
Ib was like a nightmare. LY ҮРЕЙ І TEN ER т E p^: 


BLAAAARGH! 





m LUN. X ja "Uu 


B But when [woke u ор... ] 










You did it 


| you bastard! UPP! What a relief! 


The Monster was 
already gone. 


PETT IAE ады —— Se > = ' 
U f How ironic. It was because of © 
AY Aen you that Lord Ganondor? 

ordered the removal 


ad the monster guardians. 





IP they're looking Por him, Y x 

that means he isn't really ТЗ 

dead after all, 50 that's 2 | 
ь- good news, right? „а 


Em You mean, | 
(IF they Pind him. 


Your boy's got 
the devil's luck, 

b Ya know? 2% 
Апа when I woke ор, г 
the monsters were баса. | 
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"You mean this crap? 
| à Sa 
“It ist not = 
, ein "стар" ы. 


И" It ist der uniform F You gotta be kidding me, right? 
oP dem Legendary Hero! He Might look like a дігі bub he's 
| nob dressing like one. 


| Besides, 
" they're old, dusty, 
and Prom the looks ор it, 
they haven't been washed 
in centuries. | 


! Cool! a slingshot! 


How could you say 
Such horrible things? 


iP you excuse 
Look, I'M his Piancée Ме... 
and I love him, no way Im 
letting him dress like a Fairy. 


Г LINK! ARE YOU DONE YET? i Iét das how you express 
WE LEAVE TODAY, DAMMIT! I don't wanna! ENS your love? ! 


DON'T MAKE 
ME 20 IN THERE! 


[he Legend jo frZelda gE Rey Бу, (оті: Меһр /сотігіпс'аемапгагісот 
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Sometimes I доп * Ok, dons ` 
|. understand die Jungen. ` laugh at Me! j 


50, how do I look? $ 


See? 
he doesn't 
look half 
bad, right? 
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Well, UM, I'M not good at speeches, 
' more like bälking in public... 
30...err...bhanks Por coming here... 
— and...ok, here I go. R 


3 What's the 
matten with him? 


L...ahh.. I know Some oP Hou 
Still dislike me, I've Pought 

_ against you in the past 
E andstuff...he,he,re.. a 


` Bot I...oh...I want 
to bell you that I want 
the Same thing, not Fight you, 
I mean, put an end to 
the war, Yyes...oh dear... 


f We all want this conflict to end...and..”" 
‚ and live in peace...and I want that too. 


and together we can do this! try bo... 


" Tmnot sure if Lord Y 
| Ganondorf is really that 
bad but I know there is 
>. Something bad going 
E on here... 


" But only you Y 


‚сап choose What ` 
to do with your 
b lives. . 


...ünd I want бо help you! | 


` You already said that! | 


[he Legend fo frZelda lOs ARAN RTS 





NI 


" We're gathered here Por a reason. 
We want this over to be war... 
_ I mean, we want this war to be over...yeah. 


no, wait! 


And ..0M...Well, I...1 know 
how much you supper, 
I want... I wanna 


i» _ help, uoo know? 4 


4 I learned something during all the E 
days T ve spent here. Sometimes others 

1 convince you of what you're 
E supposed to be, your destiny... 4 


I chose nob Бо be a traitor. 
Instead, I chose to 
protect the ones 
whe need ме. 


WF ААЛИЕВ 


Oh great! a boomerang! ` 


^ Yeah sure, But do you 
р think ib was necessary to 
p. remind them of what 
> You did? f 


| What do you say? 
9% 1 think I didn't do so bad, huh? 


Maybe it wasn't the best idea 
but I spoke with the truth. 
‚ Усу know, honesty is the best 
policy, right? 


f UM, talking about honesty. 
Ё There's something I've 
h been itching бо ask you. . 


“ Link, You said honesty 
is the best policy, right 7, 


қаты 
k yeah I did. 
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I've heard a lot 
of rumors 
lately but I 
Wanted to hear 

ib Prom you, I 
, just want to 
know... ' 


| | Ok, it doesn't have 
Say Something | to be clever. | Say Some words. 
| Clever, It just has to be х | 


words. 


Sleep with the 
. princess? 
. E^ 


г Oh my Goddess. This 
iS the longest 

that anyone has not 
talked EVER! 


There is nothing you 
could say to Make 


Р Тһе princess said she M { Ok, You really Shouldn't 
«this Worse, $0 just hadn't had sex in а have Said anything. 
say something! VERY long time! 2 ; 


[he Legend fo frZelda gE Rey Бу, GO Меһр /сотігіпс'аемапгагісот To Be Continued... 





4 te ny 
# ‘<> 
Мм DM.) 
, үт, 
^ or de 


The Legacy of Kain series hides a sur- 
prisingly optimistic theme beneath its 
twisted, blood soaked, vampiric visage. 
Come with me, as | explore that theme 
of hope and how it is represented in the 
series. Hopefully, those of you who are 
familiar with the series will walk away 
with a better appreciation and un- 
derstanding. And for those of you who 
aren't; hopefully it will have piqued 
your interest in it. 


Hey guys, Kenshiro3 here. l've come to 
talk about one of my favorite series of 
all time, The Legacy of Kain. Few series 
capture my imagination like the LoK 
series does. The series is known for its 
epic, dark, twisted, and blood soaked 
tale centered on vampires and revenge 
in the gothic fantasy world of Nosgoth. 
It is also famous for having some of the 
best writing, dialogue, and voice acting 
in video game history; courtesy of Amy 
Hennig, who is also known for her work 
on the Uncharted series. The series ma- 
nages to weave a dark and Shakespea- 
rean tale of vampires, revenge, and fate 
with a dash of Cthulhu mythology. But, 


ue 
The 
by gl Kenshiro3 


beneath the surface of this dark and 
twisted tale lies a surprisingly optimis- 
tic and positive theme; one of hope, its 
loss, and the lengths one will go to re- 
gain/restore it. 


The Legacy of Kain series never recei- 
ved a proper ending. However | pose 
that it doesn't really need one. Yes, the- 
re are still loose endsto tie up and more 
questions to be answered. However 
that is ALWAYS the case with ANY tale, 
not to mention real life. It's what keeps 
the world turning and why life goes on. 


It's been so many years since the last 
game | don't think it could be conti- 
nued without butchering the game or 
its story. Honestly | would rather see a 
rebootinstead of a continuation. Atthis 
point, ld rather let sleeping vampires 
lie, as it were. Kain and Raziel have ear- 
ned their rest. 


Even if the Legacy of Kain series didn't 
have an actual ending; it did have a 
proper conclusion. It had a spiritual one 
with the completion of Kain's quest to 


Legacy of 


y ^. 


Kain 





free himself and the world from their 
fate, bringing things full circle. Kain, 
with Raziel's help, was able to alter his 
fate and, in doing so, restored hope to 
the world by breaking the chains of fate 
and predestiny that enslaved it. Kain's 
monologue from the beginning of the 
last game of the series, Defiance, best 
exemplifies that quest: 


Throughout the entire series, hope was 
the only thing Kain was really after. 
Even though he was too afraid of and 
incapable of admitting, to himself; it 
was the only thing ever really wanted. 
When you get down to it, all he was 
ever really after was hope. Hope for 
his existence. Hope to change his fate 
of eternal damnation. Hope to change 
his friend's similar fate. All he wanted 
was the hope for the better tomorrow 
that he and the world were robbed of 
by the chains of fate and predestiny. 
And, he was willing to DAMN the world 
to destruction in order to regain it, be- 
cause he understood one simple truth. 
Without hope, the world was already 
damned. 


Even though his motives were as sel- 
fish and as far from altruistic as one's 
could possibly get, they still resulted 
in a quest to restore hope to the world 
and ultimately save it. That's because, 
arguably, he WAS the world. Kain was 
Nosgoth's Pillar of Balance. His was ar- 
guably the most important of ALL the 
pillars, because it linked his fate DI- 
RECTLY to that of the world. His was the 
pillar that the world's fate rested upon, 
metaphorically speaking. 


At the end of Blood Omen, Kain was gi- 
ven a choice: ‘sacrifice yourself to save 
the world' or 'save yourself and damn 
Nosgoth to ruin: Blood Omen had a 
VERY definite conclusion. It was the 
ONLY game in the series to have one. A 
big reason for that is Silicon Knights de- 
veloped it, unlike the rest of the series, 
which was Crystal Dynamics. Within the 
larger context of the series itself, howe- 
ver, the choice itself is implied to have 
been a corruption, perversion, and 
complete inversion of his role as the Pi- 
llar of Balance. 


Itisimplied thathis actual answer tothe 
dilemma wasn't as important as how he 
answered it. Either choice would have 
leaded him and the world to one form 
of damnation or another. If he sacrificed 
himself, it would have saved the world 
from destruction. But, in the process, it 
would have enslaved the world and its 
people, as Raziel put it, to a ‘pointless 
round of existence, leading distracted, 
blunted lives until death returned them 
- always in ignorance - to the Wheel [of 
Fate]: However, if he didn't he damned 
the world and everything in it to slow 
painful ruination. 


He never really had a choice; only the 
illusion of choice. Either way he and 
the world were damned. So, he did 
the unthinkable. He wagered the only 
thing he could, the world itself, to cha- 
llenge fate itself in a bid to free the 
world from its chains and give people's 
choices and lives actual meaning. If he 
failed, nothing changed. He and the 
world were still damned. 


But, if he succeeded, fate's chains would 
be broken giving the world and its peo- 
ple the freedom to control of their own 
destiny; thus restoring genuine hope. 
Without the ability to control one's own 
destiny you do not have hope. In rea- 
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lity you are doomed to that outcome 
whether you want it or not. That is not 
hope. That is only the illusion of hope. 


The series itself could easily be conside- 
red an allegory of hope, hopelessness, 
and their effects. Twisted, though they 
were. In their own twisted ways, Kain 
and Raziel were the embodiments of 
hope. Kain represented the dogged te- 
nacity one must cling to hope with and 
have in order to fight for, pursue, and 
change the outcome of one’s destiny. 
Raziel represents the free will we must 
have in order to control and alter one's 
own destiny, in order forge that hope. 


One also could consider the corruption 
and decay of the world of Nosgoth and 
its people as a visual representation of 
the damnation and desolation hope- 
lessness brings. Without hope we are 
unable to truly live. Without it, life is 
nothing but the damnation of a prolon- 
ged existence of unending pain, tor- 
ment, suffering, and prolonged death. 
Without hope, despair devours us alive, 
from the inside out, eroding our soul 
leaving us nothing but monstrous sha- 
dows of our former selves. It devours us 
until all that is left is a soulless husk. 


It leaves us completely empty to the 
core, and wallowing in our own des- 
pair; much like the vampires, wraiths, 
and other denizens of this series. 


СҮТІ? APT. 


' 1 
эй. К ES 
Given theichoice; whether, tojrule а corrupta and falling Empire; ©) GNF 


ur 


a ay better throw Ms d 


E3 
llenge {hefratesjfönjanother throw 
ЖИЕ ТЕЗЕ дё] D 


0? dos: опе? 4%; quy; dye 
v of 


This transformation is also reflected in 
the land of Nosgoth itself, as it dried up, 
decayed, and started devouring itself 
from the inside out after Kain made his 
fateful decision. 


Kain destroyed the cycle of death and 
rebirth along with the damnation of 
predestiny it enslaved everyone to. In 
doing so he doomed the world to slow 
decay and destruction, without hope, 
as it stagnated and devoured itself. 
However, he never gave up hope even 
though his cause was hopeless. He 
stuck to his plan even as it destroyed 
the world around him and betrayed 
those he cared about most. Through all 
of that he maintained his hope, even 
though he was unable to admit it to 
himself, because he and his soul was 
too damaged and afraid to do so. 


Even though he was the instrument 
of its damnation, he was also the ar- 
chitect of its salvation. He sculpted it 
using his right hand general and the 
closest thing he had to a friend, Raziel, 
as his chisel. He forged a new destiny 
for himself and the world. In the pro- 
cess, he brought the world the power 
to forge its own destiny, and thus REAL 
hope. That is why, | when | think about 
the true legacy of Kain, | see it as more 
than one of blood soaked murder and 
revenge. l also see it as one of hope and 
redemption. E 
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I stopped in the hallway. It looked much like any other half . 
way you could think of There was a door at the very end 
with immense” light shining out through the space below 
the door.. 1 said, "Nah man, thats how all those old hor- 
ror movies start.” So I turned around and walked out of 112 
2 Осеап De Amityville, NY, and went back to my house. 
When І arrived back home | was met with quite possibly the 
third craziest thing l've ever seen. In the center of my living 
— room was an 8 foot tall golden tower. It had three tiers; the 
- “base was a hexagon.and about 6 feet across and about 2 feet 
tall. Ithad many intricate designs ne characters carve@-into it. 
Е v : 
- The. next tier ‚up was about 5 feet across and 5 feet high: 
Each of the six.sides of the tower had a placi d face with 
closed eyes. As the tower went up, it narrowed towards 
Y iro top. The-third tier was the very top of the tower, а hex. | 
| -agonal pyramid with ornate lightning LR carved: ‘into it. 


“.. 


ee Es gr‘ 

- FR . As | stepped towards this odd — a board i in my floor-* 
с к » ing squeaked. Suddenly, all the faces sprang awake. Their faces 
+ were still placid, but their eyes were now open, unblinking and 
ever — | froze with fear. From the tower! heard, "Hello." 


© [saw none of the faces move, pd. somehow the tower had spo- . 


ken to.me. | answered it, “Ummm, hello?" 
Guardian lam speaking with? ` 
ve 3 Y 
"Yeah, ‘that’s me. Who.. What are you?" 


ж 








"Oh excellent,” replied the tower, "I assume that this is The. 
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“Гат an ancient relic, thousands of years old. | have recently 


come into the possession of a website called ScrewAttack. Му” 


function is to reflect the many feelings of man. 1-$ее through 
your lies and coverings’ to your heart. | show your true emotion, 
your true self. I: show how you truly feel about my p possessor. 


^" 


ь 


"So you show i | feel about эеле АПӘСК? Thats pretty соо, 
1 love ScrewA паси” 
ж PO! 

"That is not what your heart says.” 


“What? What are you talking about? Гуе been a д! for years! 1 

have апа always loved ScrewAttack!” ме /> : 
* 125 d ы - 

"Do. not lie to mé, 1 can see straight to your heart Guardian! Do 

you think you are prepared to face yourself? If so, › Step forward 

‘to. hear what your heart has to say!” ` 


"After having my love and loyalty called into question, | an- 
-grily step forward in front of one of the faces. Suddenly, the 
upper part of the tower started spinning with. terrifying 
speed. The faces were no longer able to be seen, as the en- 
tire section was а blur. As though frictionless, the spinning 
seemed to not slow-at all. Then, as suddenly as it had accel- 
erated, it slowed and turned to revel the faces once more. 


‘Now instead of a placid face, each held a distinct emo- 


tion on it. As the tower stopped the first face in front of me 
looked horrifying. Its brow set in a deep furrow, gnashing its 
teeth. A deep darkness was under its eyes and її made ter- 
rible noises. It was clear to me that this was the face of hate. 
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Face #1: The Hater 


ПІ be the first to admit that I've done 
my fair share of bitching about SA re- 
cently. l've said that | use SA as more of 
a writing exercise now than actually try- 
ing for views and comments, because | 
know | won't get any of those. | don't 
know if I've commented to the effect 
yet, but multiple times l've seen com- 
ments saying "When are you going to 
stop bitching about that?" And 1've al- 
ways thought, “1 don't know, when will 
SA stop sucking?" I've stated my disgust 
with the separate sign-in for the forums 
(Which | thought we handled in v4 al- 
ready). And had a phenomenally pitiful 
pity party with’ Stickman, among other 
bitch fests l've attended. 


l'Il also be the first to admit that I’m not 
exactly enthused with the new direc- 
tion of SA. The news heavy emphasis 
(even in the g1 community) | ind to be 
very formal and white coHar compared 
to what l've grown to love from SA. 
They were the cool kids who did stuff 
their own way. Га kind of compare it to 
a teenager trying to act older than he 
is. Like SA is trying to grow up faster 
than it should. Besides if | want news, 
there are dozens of sites far better than 
SA for that. 1 go to IGN or Destructoid 
for my news, you know, where SA gets 
its stories from. When was the last time 
SA had an exclusive sit down interview 
(not at a convention or something) with 
anyone of note in the gaming commu- 
nity? Still waiting for an answer, anyone 
at all. Yeah, not a news site, stick with 
what you're good at. 


| also feel that the g1 community is 
more divided than any timé previous 
in my tenure as a gl. | mean, this is a 
total joke right now. Recent:blog sec- 
tion with 10 blogs with a total of 3 com- 
ments? Yeah, that's some great com- 
munity involvement there. If it doesn't 
make the front page, nio one gives a 
shit. This Punch Lunch thing? Ha, make 
me laugh some more. "For news" yeah, 
what does a list about ghosts have to 
do with the news? Or a list of gifs; or a 
list of stupid CoD Titles, or famous fam- 
ily brawls, or the Fist of the North Star? 
If the featureis “a spot where we will be 
featuring one news article, written by 
the g1 community, everyday" with the 
tag g1news, why is any of this in there? 
Not a single one that | listed is tagged 


| 





ginews, nor are they news. And you 
were upset that someone had their cat 
puppet tagged as Lunch Punch? What 
the hell is the standard here then? And 
where is my friend list andimy subscrip- 
tions? If there were two things that was 
an obvious success from v4 it was the 
subs and friends. The exclusion of these 
basic, obvious features just pisses me 
off. Who made that decision? "Oh, but 
they're coming? Well great, so is Christ- 
mas, and Christmas will get here first. 
And what's this bullshit with me get- 
ting like 50 views and 2 comments? 
Dude, | got way bigger numbers in v4, 
and the community is way*bigger now, 
what gives? | haven't gotten worse; it's 
mostly reposts of v4 stuff anyway. Same 
great stuff, different community. 


And this Like system? Worst idea since 
SEGA released the Saturn early. No one 
on.FB gives two shits about what you 
read here! The only people that care are 
here on the.site. And this Twitter inte- 
gration with the site needs to stop as 
soon as possible. SA is trying to reach 
outto new people who don't give a shit 
rather than we g1s who give a damn! 


The Advantage program?! Oh, so now 
we.actually do have to pay for content 
after Craig had said that you'd never 
have to pay for content on SA. What 
the hell is going on here?! That's total 
bullshit ScrewAttack! What other basic 
principle will you no longer stand by? 
No more original. content? No more 
great content? 
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And the front page, could it be more 
obvious that thé gT community doesn't 
matter? Put the community tab on the 
far right. next to the unfinished store, 
cool bro; And the popular g1 content? 
Welllet's just stash that way at the bot- 

лот so no one can see it unless they ·. 
are-looking for it. Sure, every once in a: 

з while a g1 submitted news article is in 
the rotator, but like I said, | don't come 
here for news. | want to know what my 
other-g1s are feeling, what they think 
about the news, a game, characters. 
News is dry, tired and boring. There is 
no creativity required to be a talking 
head. f 


SA has.taken its greatest asset, the 91 


community, and killed it. They focused 
way more on getting new gls and 
growing that retaining the gls they 
had and making sure there was a great 
community. | said before in v4 that 
the Crew is not the base of SA, it's the 
community. And the Community is the 
heartbeat and foundation of SA. With 
SA neglecting and not caring about its 
community, it's killing itself. 


"Well Guardian, what have you to say?" 


“It hurts to see it in physical form, but 
l've always known this was in my heart. 
I've always hidden it so well, but clearly 
Lcantfrom you” j 


5 “That was but the first face. You have ~> 
- t five more to go.” “ 


. “Okay, I'm ready for the next one!” 


The tower spun again with tremendous 
force. The faces were. again indistin- 
guishable. As it slowed, the-face that 
„was next seemed very sad. There was 
“also a bit of pain on this face. At first 
| wasn't sure what this face was,'and 
then | realized it was the face of some- 
one who had accepted defeat. ? 








Face $2: The Defeatist 
— 2 eg 

“Sometimes, i wonder if it's еуей worth 
coming on ScrewAttack anymore. | 
| e know my. stuff won't get any views. | 
E + pretend like that doesn't matter. | say 
de оке ust a writing, exercise at this point 
a eT qe better at Writing, but it kind of 
5. Was I never that much of a force 
as | had thought? Am | being left 
be Behind in the switch? Does my ng 
Klee anyone? 4 

г йе, 
: я те Коле. No one is get- 
14 views on anything, Great g1s who 
are nuch more prominent than 
ie; th on't get views or comments 
. either. Elmo3000, perhaps one of our 
— — has a;conibined 15 com- 


— 











Be ч = 


© q * “7 
2 
EU icy NND 

- ы т 4 ТЕН. M 

UN ч f 








ments on his blogs. Our best blogger 
contest, run by MisterBo, is just scrap- 
ing by battle by battle: The G1 Spot- 
light, until it got a spot on the rotator, 
was ignored by the very 915 it was try- 
ing to support. The Stickman once said 
that comments and views, were like a 
good drug and new ScrewAttack i is like 
going cold turkey. - 

Which leads me to believe that unless 
your stuff gets on the front page, it will 
be ignored. There are only 10 spots:on: 


` the front page that you're fighting for. 


One way to get on the front page is to 
do-news stories. But chances are some- 
one else will do that sáme story too, 
and if an HQ. writer takes it, you're stuff 
will never see the light of day anyway. 
And the news is just... boring. It takes 


no ability and no creativity to write a 
news story*If my stuff, which | pour my 
heart and soul into, is going to be ig- 
nored in favor of the next scoop on the 
next FPS extravaganza, why even both- 
er? Only 2 of the current g1 postings on 
the front page aren't news stories. If my 
hard work is going to be ignored, why 
should | even put the effort in? And if” 
everyone's upset with the way things 
are going, but have no solutions, how 
is that helping? It just drives new mem- 


. bers away. 


The Spotlight is nice, butifthe Spotlight * 


itself is hard pressed for views, what can 
that say about the blogs featured? Not 
much that's good, that's for sure. And I 
have lost my passion for SA. | comment 


. much less frequently than | used to. It's 


like a vicious cycle. The new community ' - 
is less connective, | feel like it isn't worth 

it, | comment less, other 015 don't get 

as many comments, they don't com- 
ment as much, | get less comments... 


and so it goes on and on. Perhaps the 


only bright point is the news that the 

subscriptions and friends will be back. = 

But if we need these instruments to be 

a community, were we really that SHE 


à 


+ knit if we fell apart so easily? . E 


Remember when we 'talked about — 
cool SA was and how we had the best 
community on the Internet?‘ What hap- .. 
pened to that? Can you still say that? | 


know I can't anymore, and it ans me 


to say that. 


^.. по опе was supposed to know that.” 


“I'm sorry, Guardian. Nothing in your - 


heart can be hidden though. | asked 
if you were prepared to face your true 
emotions. Its eS as are not ready 
to face yourself” _ Pa т 


+ 
з 


"No! І can do this. — are 4 more; 1 
feel like we got past the. two. hardest ` 


y ones, 1 — this” - А 


"Very well? - 32 SES A. T 3 Ка 
Апа with that the tower. spun again. 55 
Every time it did | was sı ге а miniature | 


` tornado would form above it from the sd 


„ Spinning. As | had expected, this next . 
“face was a stark contrast to the rst two. ~ d 
It appeared to be « qui е energ tic and. CR 
excited. It radiated happiness, га”, 

аї all the good first. ^ ZI e A № 


— E 
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Face #3: The Optimist 


Okay: So the. {дй nch of NewAttack was 
a bit auspicious to say the least. There 
have been а lot of complaints. about 
the new systems and many 91 veter- 


.. ans have left us. If | remember correctly, 


which do, the exact same thing hap- 
pened at the beginning of v4. There 
was great upheaval. Oh the. demon 
spawn rating system “made а 
return. BLASPHEMY!! The points 
didn't carry over from v3 to v4. 


SOCIALISM E : 5 


Тһе dropdown from your stuff 
got covered by the'ad banner 
on the top of the site" OUTCRY! 
There was this crazy talkback bar 
thing. WTF?! Granted, the talk- 
back bar would be great to have 
«back; but we got along without 
it for 3 years, | think we can man- 
age without it. But at the start 
of v4, just like now, everyone fo- 
cused оп all the negatives. Even - 
Elmo 3000, who is now very contrite 
. about it, absolutely bashed v4 in a rant. 


+ + Just like the switch to v4, there is anew 
^ generation of gl s coming up to pick up 


. where we left off. New or previously un- 


„known gls like AlphaUnit and Paradis- 
= eandFaries are coming onto the scene. 


And I've seen that there is a lot of this 
"going on now, the complaining and the 


up and comers, like we forgot every- 
thing that happened 2 years ago. How 


about all the great stuff on NewAttack? , 


The blog system, once you learn it, lets 


you do things we never dreamed of in | 


v3 or even v4. Headings? Yup; Captions? 


- You bet. Setting-apart quotes? Yes. Cit- . 
ing materials you use? Like àny good 
‚student would. Inserting tables? As a ‚іп NewAttack. None of my FB friends 
„саге about what I'm reading.here; but ~ 


stat necs, that makes me really happy. 


Ў “Creating a filing system similar to what. GT 
has where every game has a main page & &a as- 
sociated with that page are all the news, re- 
views, trailers, user movies, etc. about that - 

‚particular game. But GT is missing a LOT of 
retro games in their filing system. ScrewAt- .. Thus increasing views; comments, 
tack could make one that's all inclusive by аг 
creating unique filing number tags for every. - Fog 
console (for example 1000 for the Magnavox 
Odyssey, 1004 for the Atari 2600, 1010 for 
the NES, 1012 for the C64, 1025 for the PS3, 
etc.) and then create sub file numbers for the 
games & accessories/peripherals | 

` console.” - g1 zgamer007 de 2» 


find. the new blogging system.to be 


easier to use overall compared to old- 


er versions and a vast improvement 
and how about the new video player? 
| haven't had. апуғіѕѕиеѕ with it yet. | 


t think it's really nice and whatnot. The 


Crew has heard our voices and they are 
goingto be bringing backthe subs and 


friends, so that's going t to alleviate а lot 


on. each 


YYYYYYEEFEEEEEAAAAAAAAA 


of the Sb Hopefully it will ke 
care of many of the problems people 
have with NewAttack. 


While іт talking about taking sug- ' 
. gestions.from the 915 | һауе my own 


and another's to offer. | think that the 
Like system should be self-contained 


my fellow 915 might care. If you 
scrolled through the recent blogs 
and read “HybridRain, Flashpen- 
ny, and 6 others liked this.”1 know 


and community involvement. 


ed that for news and stuff relating 


could create files to have all that 
in an P to find place: 


| think it's a pretty solid, if. not ES 


tious, idea. Best part is that zgamer007 . 
is willing to put his money where his. ' . 
mouth is апа do the whole thing him-' 


self. Man has cojones fadies and gentle- 
men. | know that a lot. of people were 


really upset about no longer being able 


to upload pictures or videos directly to 


NewAttack, but again, we lived without. 


= 
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I'd think,"Well if they liked it and 6. 
Others did too, | might like it too.. 


Another came from gl zgam- * 
07 (SHOUTOUT!!)). He suggest- 


to «a specific- game, NewAttack `` 





ax 
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— Im. sure we can carry on without as 
FENAN, Besides, you can still embed it in 
the blog. It's just one extra step, and if 
` you really want to share it and put your 
~ heart intg it then one step won't deter 
É x youfrom shariñg. Anda final thing here, 
E» „think that some. older. g1s have for- 
ЖҮ jotten | what i it wás like when they just 
1 out. know.that | never planned 
SN fo: write more than my intro blog on 
Beis ‘ScrewAttack in v3.1 wrote it, said hi, and 
— — look at it again for like 10 hours. 
me! Баск and: my first comment was 
m Flashpenny. My second ever was 
: im HybridRain. My 5th was from Elmo 
i 3000. the time these were 3 of the 
— biggest 15 on the site, and they took 
_ the time to read what | wrote. 
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Needless to say, my confidence swelled 
and ! have been writing on ScrewAttack 
ever since.So all you older g1s who are 
getting less involved and аге feeling 
like your vision of NewAttack is-dying, 
it's only doing that because you're let- 
ting it. Evil only wins when good men 


do nothing. NewAttack is whatever the © — 4 
"Sometimes it is difficult to overcome 


community makes of ‚it. Whatever cli- 
ché line you want me to use, it's true. 
Nothing happens here without you do- 
ing it. So, what is your NewAttack going: 


` to look like? An angry, desolate place 


of bitterness? Or a wélcoming environ- 
ment that inspires the next Guardian | 
or WaterShocker or ShrápnelLeader to 
continue writing and help NewAttack 
flourish? It's Your call, make the best 
one. ; 


"Hey, that's what I want to see more of.” 


"If that is true, why aren't you saying it 
more yourself?" " 

“Ummm, well because: ‚You see | try to, 
Dut... tice Ур) 


т 
- di оч % 


oneself, correct? But let's not dwell on 
it; the next face requests your audi- 
ence.” 


-This time there was ho dramatic spin. 


The tower snapped with great speed to 
‘the next face. This face was very serious. 
Its fierce gaze gave the felling that it 


was looking right through you. This face | 
was very determined towards its cause. 


Е 


— 


hoo bi bye T2152 


lustra don by 3206521 


Face 4: The Whip 


Are you guys serious right now? 
Bitching and moaning about lack of 
community? Isn't that the commu- 
nity's fault? And if it is (it is) what are 
you doing to solve it? Sitting around 
in pity circle-jerks doing nothing 


to solve the problem? That's what 1. 


thought. God, you guys sicken,me. 
~~ 
There isn’t enough community here? 
Well then make it! Comment on ev- 
erything you read, give feedback to 
help a new member improve, dis- 


pute a claim with facts, start intelli- 


gent conversations. 


Bitching about the lack of a talkback 
bar?! Are you serious?! Shake the sand 
out of your vagina and get over it! It 
isn't coming back and we're going to 
be fine without. Oh and there are no 
subscriptions? Well how can we solve 
that problem? How about send mes- 
sages to everyone you know letting 
them know you posted it? l've done 
this for only one blog so far, but it 
was because | put so much effort into 
it | wouldn't accept a low view count 
for it. That just seems obvious, even if 
you don't have 
a friend list; 
you can safely 
guess who is 
your . friend 
here. on the 
site. And if you 
cant remem- 
ber апуо 
that: was are 
your friend list, 
maybe they. 
weren't really 
your friend. 
The  divisive- 
ness. of the 
community is something that | can't 
believe. We lose literally 3 features 
(talkback bar, friends, and subs) and 
our community turns to crap. What 
the hell is going on here? Sure you 
might not see someone‘ blog when 
they first post it, but you click onrtheir 
profile, click on their blogs, and catch 
up. It isn't like there's a time limit that 
you can only read something within 
3 days of posting and can't comment 
on old stuff. That I've never gotten. | 
comment on old stuff all the time, es- 


- Ryan Conway 


pecially in v4. I would go through old . 


“If you guys want more g1 content 
on the front page, why aren't you 
reading the stuff that gets posted 
directly on the.front page? Why 
aren't you looking at the stuff 
featured in the g1 spotlight? Why 
aren't you reading: the stuff on 
the most popular g1 posts list at 
the bottom of the page? Why are 
aren't you clicking the commu- 
nity tab to check out the 91 con- 
tent? Why did the ScrewAttack 
Magazine get less fan support?.” 





stuff and just read. If had sómething 


to say, | put it in the comments, even 
if the blog was like a year old. THERE 
IS . NO | STATUTE 
OF LIMITATIONS 
ON COMMENT- 
ING! You like it, 
you Say SO, you 
disagree, gnd 
you say so. Just 
causé. its old 
doesn't mean the 
writer won't see 
it. Like Ryan Con- 
way said; So quit 
sitting on your 
ass get out there 
and make SA 
what, you want it 
to be. You aren't powerless, just get 
shit done! 


"Why have you not been уосайгїпд® 


this if you are feeling it?" 


"Because | don't think | have the au- 
thority or force to be vocal about it. 
There are many veteran g 1s who feel 
very strongly about SA. My calling 
them out wouldn't be appreciated 
much and! might help push them out 
of ScrewAttack. I count many of them 
as myfriends and Iwantthem around." 


"Yes, that is a very difficult decision. 
Either drum up commotion for the 
site and lose some long time 915 or 
stay. quiet and keep your friends at 
the expense of site unity. All | can say 
is what will help more people?" 


1 know, but I wish that | could have 
both. Whatever, let's go to the next 
өле” 


ЕТ you wish, but brace yourself, you 


may not like what you see." 


"And «with those ‘words of warning, 


the tower began its frenzied waltz 
once more. As soon asl realized what 
face was coming up, | knew. there 
was going to be trouble. C 


As it came to а stop, the face still 
looked very calm, like when | first 
walked in. Unlike the others, its eyes 
were still closed. When it came to a 
stop, everything was silent and still. 


Suddenly, its eyes flashed open and 
revealed what looked like two emer- 
alds for eyes. * 


The face smiled, but it was not warm 
or inviting. | was struck with what | 
was looking at, envy. 7, 





Face #5: The Opportunist 


Oh, why hello there, how are you do- 
ing? | hope you're well. Since you're 
reading this, you obviously have very 
good taste in reading materials. | am 
one of the best list writers on the site 
and one of the best writers overall. | 
was sorely disappointed when | was 
unable to enter MisterBo's contest 
near the end of v4 to be able to prove 
it to everyone, but oh well, there will 
be another. ai 


But where was I? Oh yes, opportuni- 
ties. Yes, well, we all see when one 


is upcoming and try to get as many” 


views and comments as possible. 
. Don't pretend like you don't every- 
one does, that's why anyone writes. 


Why write something if you don't 
think someone else will read it? | 
know l've ended many projects be- 
cause | was sure no one would care 
about the subject. Апа on NewAt- 
tack it's easy to inflate your view 
count to-get on the front page. Just 
hit F5 afew dozen times to inflate the 
numbers a little bit. Then add a com- 
ment on it explaining something 
like you're trying to be helpful and 
BOOM, front page. 


Everything we do is part of a scheme 
in our minds to get more views and 
comments. We comment on other 
stuff so people will recognize us. We 
have cool avatars so people will re- 
member us. We tease future projects 


so people will want to read them. In ' 


fact, | said | would be doing more Zel- 
da remixes because Skyward Sword 
is coming. | do love the music, but it's 
also more likely to be seen now with 
the game coming out. 


Аса matter of fact, it's why I’m writ- 
ing this. Not only is it a topic of con- 
troversy and contention, but it's also 
hot right now. All kinds of people are 
writing them, people are complain- 
ing about them, agreeing with them, 
arguing about them. Oh, such atten- 
tion will be great! Every other one | 
know of has over 50 comments, the 
recognition will be phenomenal. It 
will be like v4 all over again, lots of 
views and comments. Fame. 
Б 

All those old g1sare just like me, they 
are all jealously defending their pow- 
er and influence. We all want to be as 
big as we were before. Getting low 
views, no comments and being ig- 
nored is not good enough for us. We 
demand your attention, we deserve 


your attention. We worked hard to 
make our names, now ScrewAttack 
wants to take it? | don't think so and 
those other blogs on the frontpage? 


Well, why would I look at those? They: 


Paki- Кєр biz ly AEH 


are my competition, why would I help ° 


the competition? There are only 10 
spots l'm fighting for; | need to do ev- 
erything | can, no matter how ques- 


tionable, to get one of-those spots: 


— 


ww 
Because if you're good at something 


and по one else khows, why bother? ` 


No, I'll lookout forme and take every- 


thing lcan get.Those old 915 that are 


leaving? Who cares? Just less compe- 
tition for me to deal with. Most have 
been g1s longer than me and are my 
equal in terms of writing ability, so if 
they leave, just more for me. And the 
new gl1s, | want to help them... to a 
certain point. | have no trouble giv- 


ing advice to a new g1, butas soon as 


they start getting good, time to cut 
off the opponent. 


Wé might have acted like a. tight 
community during v4, but now, we're 
all looking out for $1. Our internal.g1 
leadership fell apart in the Shift, now 


we are in-chaos, anarchy if you will. 


And if that's the way it's.going to be, 
that's ineby me: Let thebattles begin. 
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5 “Thati isn't me. ld never think that about: anyone or any-. 
thing here оп ScrewAttack," ч 


r 
a 


"| do not make mistakes, Guardian This exists in your. 
heart; it is up to you to come to grips with it.” 


"No. No, thereS a mistake. I would | never be so shallow. 


about my writing. | write because.l'm passionate about 


something and | put my. heart and soul into it! Getting. 


Views or comments?! That E doesn’ t matter!” `- 
= = 1» 
"You would never say that its important. Itis alwaysin the 
back of your mind. You сап” tsay you.don' t getdisappoint- 
ed or sad when your writing gets ignored. With all that 


passion, you think others should enjoy what you write." 


j 


P “Okay, but | would never. zwi = other gisto leave or not 
grow. That's just nuts! Many of the old 915 are my friends; 


I'd never want them to leave. And few 1s is what helps 
SA grow and sustain itself. 


"Back in v4, didn't Silent Protagonist leave?" 


"Yeah, büt what does that have tò dò with — ме 


— 


"What didlc Ou think when you. found out he wed be 


away for an extended period of time?" : Т УЖЖ 


- ж 


"Well at first | was sad that с one of тут eritors on SA 


wouldn't be around. But then Lstarted thinking itwould - . 
be okay and let me grow in the g1 community. It would Е 


let me — my God.” ; PAA р 


ғ” 


So ei. feliz that this 


Tm Hee sick. This was ahorible experience" 


ET. 


As the tower — it slowly — again. This 


2) come now, it wasn t t ali bad. Ұс 


time the final face came towards me. This face radiated - 


warmth and comfort, It was like a а grander looker at 
his grandson. 
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| was unsure what this face was representing. 
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heart; ат from within this tower. . hope that our appear- - 
ance here has hospes redirect your efforts in ScrewAttack. 


“Well that's fine. If had it my way, | wouen t have talked 


"But by going outside your safe 2644 > you have grown as a 





- “Hello Guardian, itis | that 
‘you've been speaking er 
with. As you probably could tell, 1 do not come from your "That. reminds me; How: was ancient man able to make 
something: like you? It seems like ` you are [e dvanrqe be- 
yond what we can create now.” 


;"No problem, it was what | was made to do.” ж 


J 


"While Кат ТЕ adds of years old, | never said that | was 
made by human hands." { 


“Well, | certainly explored а lot about myself that would 
have rather not. And | know whatis going on inside not 
only me, but many of my fellow gfs. A lot of us probably 
feel ze N least have a few similar Feelings, "Wait, what?” 

e gathered, many- ‘of your fellow “Farewell, Guardian.” 


"This i is correct. As ye ! 
oughts and-feelings about.recent _ ees 


015 harbor similar tho 


events. Some may not have all of these within, some have ~ "And with. that thetower began — upon itself. 


more. Many will not talk about any of these with others”. 
Like it was ina trash compactor, it folded upon itself, then 
again, arid again, and again. Until it was undistinguish- 


чири any of this either”  _ wand es able from the dust floating out my window. 
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Р52 REVIEW 


by gi TWISTEDmerc 


Jak & Daxter entered the fray of 3D platformers alongside many others; Sony was prepa- 
ring for 2002' big 3D platformers of Ratchet & Clank and Sly Cooper. Was this game any 
good given Sony was moving these 3 out in just a year? Is there an underlying reason 
that Jak & Daxter is the only 3D platformer of Sony's that doesn't have a new title on shel- 
ves coming to the PS3? And if it was good, why would Naughty Dog not go back to it? 


3D platformers were much more pro- 
minent than they are today and likely 
the biggest one was SONY's Ratchet & 
Clank; coming out right beside it was 
an almost just as popular series, Jak & 
Daxter and it kicked ass! 


In a world untouched by filth and mo- 
dernization of humankind exists a 
world of Eco that surrounds and feeds a 
world rife of natural, sprawling beauty 
and only retains small villages, built off 
its land. One day, a mute, boyish figure 
named Jak and his dingbat companion, 
Daxter came across something unner- 
ving. A pair of evildoers was planning 
to take over this world with legions of 
frog-like monsters and a powerful, for- 
bidden Dark Eco; a doomful matter that 
cannot be utilized and only destroys. 


Daxter was just like Jak; but Daxter was 
an idiot and fell in a pool of this Eco that 
turned him into a.... ah, a thing. He's 
called an Ottsel - half weasel and half 


otter, but that doesn't describe why he's 
soorange. From then on, they have to 
save their village from being overtaken, 
destroyed, and get back Daxter's man- 
liness. 





Your story hands out tidbits of info with 
a bygone means of storytelling, "May- 
be if you get me another one of those 
things, l'Il suddenly remember that par- 
ticular thing you were talking about” 
Plot progression is minimal; instead the 
story accelerates with an array ofunique 
characters (especially Daxter) and in- 
tertwines smartdosesofhumor straight 
to the end and it works quite well. 


Now what the hell is Eco? 115 a subs- 
tance of powerful properties; there 
are 5 kinds: Green Eco which reco- 
vers health, while Red Eco gives your 
attacks a powerful boost. Yellow Eco 
allows you to use projectiles (this must 
explain hadokens) and Blue Eco ener- 
gizes yourself and machines - just like 
electricity. You make full use of all 4 of 














those Ecos and the other is the bane of 
destruction, Dark Eco - deadly to the 


touch. Jak himself is well outfitted to 
take on whatever comes his way with 
a nice mix of karate stylized jabs, spin- 
ning kicks, aerial attacks, and appears 
to be a top tier acrobatic. The com- 
bination of Eco and odd mini-games 
make combat a pure joy. Punching 
some enemies and then using an eco 
powered jump to make a huge escape, 
that also magnetizes precursor orbs to 
you is a thrill to be experienced. Dax- 
ter is... less qualified; in fact, he doesn't 
really do anything except accompany 
Jak, talk like a wiseass, and not shut up! 
Luckily though, the majority of villagers 
you meet appear to believe that vio- 
lence is not the answer (or else Daxter 
would've been turned into a carpet by 
now). 


Even with all the fodder enemies you 
get thrown, they all reserve themsel- 
ves to tactics of a simpler time and are 
less of a challenge compared to some 
moderate skill-toting jumping. Much 
of what you are given serves to aid in 
variously concocted puzzles throug- 
hout the level designs and odd bos- 
ses. Agame which is better in braining 
you through its design than in combat 
skills is perfectly fine and in actuality, a 
breath of fresh air. It makes you think 
just enough to feel some accomplish- 
ment when you figure it out; however, 
Jak & Daxter is assuredly not aimed as 
a puzzle heavy game, it just uses it as a 
clever undertone to design. 


The world of Jak & Daxter is very freely 
designed, you have a diverse freedom 
of movement and the island can be 
fully traversed in your own way due 
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to the general open- 
ness of the world. 
There are no barriers 
beyond those meant 
by the developers to 
either limit how far 
you can initially go 
or defy your attempt 
to abandon the is- 
land, (a very hungry 
fish will find you if 
you try that). The- 
re aren't even load 
screens once you 
enter the island, it's 
all seamlessly inter- 
connected; the one 
hinder is that the camera starts to lock 
its adjustability in marginally crow- 
ded areas and sometimes must just be 
worked against. Jak also occasionally 
drives a hover boat craft thing (it looks 
like a plane + a motorcycle), uses a dan- 
gerous bird to help him out, and they 
both give the game that nice boost of 
variety. 


Jak's progressive goal is simple: get 
enough power cells so he has a machi- 
ne that will allow him to bypass to the 
next area. The game will request that 
you bring say, 20 power cells (things 
that make the Energizer Bunny stroll 
around and give his drums a pound) 
to power whatever machine or thinga- 
majig that'll do. If you don't retrieve 
the stated number of power cells with 
you to move on to the next part of the 
island which would lead to the typi- 
cal ‘save the world’ conclusion, guess 
what? You're staying there. Of course 
you have options as the game is freely 
designed; collecting the game's curren- 
cy called ‘precursor orbs’ (fancy egg like 
artifacts) can be traded and scout fly 





crates can be opened for power cells. 
If you still have trouble, first complete 
the level, then go after the other collec- 
tibles, talkto the humanoid figures, апа 
try a lot harder. Though in reality, Jak & 
Daxteris a moderate challenge and not 
nearly as hard as this may sound. 


The game is properly illustrative with 
its cutscenes; if something to take 
note of happens, it gets itself an in- 
game cutscene, pronto. The game 
itself looks amazing, the models, textu- 
res, and animations all have a smooth 
look to themselves. There's almost no 
loading even in the menus, the world is 
even more colorful with a day to night 
transition. The entire visual presenta- 
tion makes the world feel alive, being 
rife with beauty and danger. Add on 
the seamlessness and visual scale, this 
becomes the most impressive visual 
game I've ever seen; it makes you truly 
realize this couldn't have been done on 
the PS1. 


Then we come to the sound side; the 
best part probably being the quality 
actors who appropriately fill their cha- 
racters with strong portrayals of wise 
men, oracles, foreigners, rogue evils, 
and many local yokels. The music has 
a nice jungle beat vibe, but switches to 
something more suited as you traverse 
differing environments. The effects are 
great too; some stand out, but most 
seem to be higher quality effects of 
what you've probably heard before. 


Jak €: Daxter will take around 15 to 20 
hours to get finished; you'll be preoc- 
cupied even longer if you try to unco- 
ver every last collectible and get the 
hidden ending - I'd recommend it. | 
never really had much trouble with the 
controls of Jak 8: Daxter, the game felt 
fairly responsive. It somewhat faltered 
when you tried doing something you 
clearly weren't supposed to do or when 
the camera occasionally flopped. It's 
a great game that combines the best 
new minds, with a mascot, on a new 
console, and borrows from the tradi- 
tional gameplay mechanics of platfor- 
mers. If you want a great game, this 
is worth its admission; if you thought 
you were done with platformers, this 
might rekindle some memories as it's 
something that hits close to home. ` 


8.5 / 10 GREAT 
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Diary of a Gaming Girl 


[y el Akkara 


| know that this is a bit late seeing as the video | will 
be discussing was posted on 2/23/12, but | have 
been increasingly busy and have wanted to share my 
thoughts onthis for sometime. As weall know, GameTheory's installment on vid- 
eo game breasts attracted quite a bit of attention; this attention being both posi- 
tive and negative. Throngs of dedicated fans praised Game Theory for their well- 
crafted humoron the subject while others did not praise them and were offended. 





| personally found the video to be hilarious. Yes, | understand 
that it is an analysis of breasts in video games and all of the 
breasts are therefore, not real. | mean seriously, they are pix- 
els. But the inspiration for the character designs must have 
come from somewhere. 


Men, yes, you men reading this; you see a nice set of "hoo- 
has" and it's very hard to not forget them, right? It's not 
"childish" nor does it make you pathetic. It's just the way you 
are hard-wired. Men like breasts; that's just how they are. 
Some like big ta-tas while others prefer them a little smaller 
and some men prefer a big ba-dunka-dunk over large breasts. 
| am rather proud of my own breasts and don't care for the 
chesticles of others, but I digress. 


With technology quickly advancing and the market of video 
games growing exponentially over the past few years, more 
and more video games are being animated in a way to be 
more realistic. Blood, sweat, tears, emotions, explosions; 
every sound and visual angle plays with our senses and can 
make the game feel real. Well, if you are going to go to the 
extent of animating the above, why not develop a full phys- 
ics system for the sole purpose of animating breasts? When 
done right, even | have to admit that they look very nice. | just 
want to give my thoughts on a few of the mentioned charac- 
ters in the game s that were mentioned by Game Theory, in 
an attempt to help explain why breast animation exists. 


Different methods have been used to recreate real life cans, 
“from painstakingly done key frame animation to crude phys- 
ics models and, later, more detailed procedural physics sys- 
tems that treated the breasts as soft objects of varying den- 
sity rather than a set of points in space that simply flapped 
up and down when you repeatedly ducked and stood up in 
the game, over and over again”. In early games, character 
models were painfully limited graphics-wise and resulted in 
blocky figures, less is most definitely not more in this case. 
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Game Theory described Lara Croft's MIETEMO 0 ІШІ; Lara Croft 2007 
-300 polygons ~5000 polygons 


breasts as those that “just float there, 
three feet from her body” and her “love 
muffins never move...if she wanted she 
could probably prop herself on a ledge 
with those things.” | popped over to 
Wikipedia to read up a bit on the devel- 
opment of Lara Croft and found some 
pretty interesting stuff. The lead artist, 
Toby Gard, wanted to make the anima- 
tion as real as possible. He sacrificed 
quick animations in favor of more fluid 
movement, believing that players would 
empathize with the character more eas- 
ily.” Apparently her fun-bags were an ac- 
cident. “The graphical limits at the time 
required the removal of the character’s 
braid from the model; it was added to 
the model for subsequent iterations. 


While adjusting the character model, 
Gard accidentally increased the breasts’ 
dimensions by 150 percent. After see- 
ing the increase, the rest of the cre- 
ative team argued to keep the change”. 
Totally blew my mind. Gard begin this 
character model as a female because he 
wanted to “counter stereotypical female 
characters, which he has character- 
ized as "bimbos" or "dominatrix" types. 
With the accidental enlargement of her 
breasts design, that failed and blew up 
in his face. The article later states that 
"Gard left Core Design after complet- 
ing Tomb Raider, citing a lack of creative 
freedom and control over marketing 
decisions related to the ideas he devel- 
oped (especially Lara Croft)". | take this 
as; he wanted to create a strong female 
protagonist like Samus Aran, a character 
to be taken seriously. After accidently 
increasing the size of her knockers, Lara 
Croft became the stereotypical female 
character with big breasts. But this time 
she was the main character and you got 
to see her bounce and wiggle, as much 
as the limited polygons allowed, for as 
long as you wanted. 


So why were the enlarged versions fa- 
vored over the original design? Well, 
BOOBS. That really is your answer. When 
design a character for a game, or a show, 
or just a story, you create said character 
to be something that you most desire 
OR it is a way that you wish you yourself 
could be. It's is an escape from reality, 
a fantasy. | mean, who wouldn't want 
to have a body like Kasumi or Mai Shi- 
ranui? | wouldn't mind it, except make 
my breasts just a little bit smaller please. 
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characters, but | want to see more games with some hot 

sweaty guys battling it out. Sweat and blood dripping 
from their rippling muscles, pants all tight... Hmm... Huh? 
Oh sorry... | got carried away.... 


| would still like to walk without the assistance of a cane or 
walker, thanks. In The King of Fighters XIII, Mai Shiranui's 
breasts really do move with her body and sag as if gravity 
does exist in game. | see it as an example of well-animated 
breasts. They move when she does, just like mine do. As 
for Kasumi from Dead or Alive (Beach Volleyball being the 
prime example), her breasts DO respond to her move- 
ments, they seem a bit over-exaggerated. 


Okay, what was 1 talking about? Oh yeah. Boobs... 
Um... Boobs.... Crap what was | going to say? Find- 
ing that picture totally threw me off of my train 
| of thought... And people want to say that men are 

. sleazes for wanting to look at boobs. We women are 
JUST AS BAD, possibly worse. Anyway, | digressed... 
again. 


They move way too much when she 
simply waves her hand or crouches down. In the 
following video, she does this cute little spin thing 
and instead of her boobs moving left to right, asa . 
real rack would, they bounce up and down; and it / 
just looks painful. Poor girl; it'S amazing that they 
haven't bounced up and smacked her right in the 
face. Just watch the swimsuit change to see what | 

| 









GAH... Long winded, | know and | sincere- 
ly apologize if this seems a little chaotic. 
I’m just trying to help everyone understand that 
breasts are, well just BREASTS regardless of whether 
| mean.Now, | understand why over-exaggerated they are in a video game or not. 
bouncing exists; it's a male thing. 
The animation is there for the purpose of helping the game to 
sell to the target audience, and to bring more realism to the 
story.! honestly don't want to see weird blocks for breasts on 
my female characters; it would make me question whether or 
not my breasts looked normal. R 


These lovely round orbs are there to cater to the 

males but we are also starting to see some very 
nice, fan service targeted towards the females. | do 
understand why particular audiences are targeted 
which is why we continue to see big racks on female 
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Release Dates from March 19, 2012. 
Game's release dates may change during the month. 


Sorcery | 
Ghost Recon Future Soldier науа! War Arctic Circle b Id 
Damage Inc. Pacific Squadron WWII Warlock: Master of the Arcane p E Е: 
ungni Salem Flle 
| War ofthe Roses y Mf 
The Secret World Summer Stars AA 
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